THE WORLD'S BIGGEST AND MOST GAME-PACKED C64 MAGAZINE 




2.99 WITH TWO TAPES! 



j!/J JNSIjj 



. 11 




V 



7> 



,1 * 






fREEL ACTIO 







1 




— IN 


s 




LEMMINGS: 
INAL STAGES.. 



30 



9 770967 746068 



£2.99 Hfl 14.75 

NO.I I AUTUMN 1993 

Pbintio t* iMi UK I«ro«T CJ.99 .i v. 

\W CREATING 90s READING 



1 MATCH OF THE DAY 




COMMODORE 

OUSE 

SYSTEM 




COMPLET 



I I 




M^TiQOt tuuuri Lumuu uou ot f vi »ny» 

t Sludlo this graphics package is c 
matures are unmatched... 

l* It, rotate It, copy n. colour it. etc., ei 
rs - stretch and manipulate shapes. 

Ildown/lcon driven menus lor ease ol 

rd control. 

anyone can create superb graphics * 
rlnter support. 



NT OUT YOUR PICTURES IN FULL COLOUR! 

ir Pnnter not only prints In Near Letter Quality for your regular jobs but 
es trom Art Studio, Action Replay, etc., in generous colour 1 
>nics printer so H works with other computers (Amiga, ST. etc) 

tet's 
er - 
copy 



PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00 
CENTRONICS PRINTER LEAO RRP £12,99 
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99 
NORMALLY £377.98 

COMPLETE PACKAGE MOW ONLY MM IHI 



h/ER AVAU ABLE SEPARATELY ONLY 1 19.99 
I f^lrt nr I f^POn Hnlnnr Prinlpf hah ^unnlv the* Drlv&r ^r»nAratf>iv 



AVAILABLE 
ON OtSK ONLY 



1FACE PLUS 
SYSTEM 



2 FREE 
MIDI CABLES\ 






ALU CHEQUES/POSTAL ORDERS MADE PAYABLE TO 

DATEL ELECTRONICS 

GOV AN ROAD. FENTON INDUSTRIAL ESTATE. FENTON, 
STOKE-ON-TRENT. ST4 2RS. ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 
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<p CALL AT OUR LONDON SHOP 222. Tottenham court rd, London, wi. 1 



L_ THE 
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■ COMES OF 




THE ACTION REP LA Y MK 
WILL LOAD A 200 BLOCK 
PROGRAM IN UNDER 6 SEC 






PACKED UTILITY 




• TURBO LOADER- Load 202 block program in 
under 6 seconds • world's fastest disk serial loa 
On-board RAM and ROM achieves high loading 
speeds. Works with 1541/1571/Oceanic 1581. 

• INFINITE LIVES GENERATOR • Automatic infinite 
lives!! Very easy to use. works wtth many programs. 
No user knowledge required. 

• PROF MACHINE COOe MONITOR - Full 64K 
Freezer Monitor - examine ALL memory, including 
stack, I O area and registers In their Irozen state. 
Ideal for de-bogglng or just for fun! 

• SPWTE CONTROL • Freeze the action and view the 
sprites - watch the animation - customise your games - 

sprite collisions. 

• FREEZER FACILITY • Now you can make your old 
slow loading programs load faster. Simply freeze the 
action and save to tape or disk to reload at superfast 
speed - no more waiting for programs to load. 

• DISK COPY - Easy to use dlskf ile copier. Much 
faster than conventional methods. Ideal lor backing 
up data disks. 



TAPE TURBO - This feature will add Turbo 
Reload to the programs that you save to tape - no 
user knowledge required. / 

• FAST FORMAT - Format an entire disk in about 
10 seconds - no more messing about. 

• PRINTER DUMP - Print out Vjour frozen screen to 
printer - MPS 801 , 803, Epson, Star, etc. - very 
versatile. / 

• CENTRONICS INTERFACE - For parallel printers, 
Star, Epson, etc. Print ouf'llstings with graphic 
characters etc. (Cable required tor parallel port 
£12.99). / 

• SCREEN EDITOR - Now you can edit the entire 
frozen screen with tWis text editor - change names on 
high scores, etc. Great tun!! 

• EXTENDED T0OLKIT - Many single stroke 
commands lor Load, Save, Dir. etc. Plus range of 
extra commands, i.e. Auto Number, Old, Delete, 
Merge, Appe/id, Linesave, etc. 



/ 
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GRAPHICS SUPPORT UTILITIES DISK 

SLIDE SHOW * View your favourite screens In m slide show type 

display 

BLOW UP - Unique utility allows you to take any part ol a picture 

a "blow It up" to lull screen slie 
SPRITE EDITOR • A complete sprite editor helps you to create or 

edit sprites 

MESSAOE MAKER - Any screen captured with Action Replay or 
created with a graphics package can be turned Into a scrolling 
screen message with music 

ONLY £9.99 



THE REVIEWERS SAID... 

"I'm stunned, amazed and totally Impressed. This Is easily the 
best value tor money cartridge. THE CARTRIDGE KINGF' 
COMMODORE DISK USER 
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HOW TO GET YOUR ORDER FASTI 



ALL CHEOUES/POSTAL ORDERS MADE PAYABLE TO 

- DATML ELECTRONIC* 

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, 
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 
TECHNICAL/CUSTOMER SERVICE 0782 744324 



24 HOUR MAIL 
ORDER HOTLINE 




0782 744707 

ORDERS NORMALLY 
DISPATCHED WITHIN 40 Mr-. 
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RAVE 
PREVIEW 

Mayhem in 
Monsterland gets 




1 



1*1 



■ 






I we » 

(Snip! 



WHAT'S 
HAPPENING? 

News, news, it's like Fleet 
street around 'ere. But what 
out? Easy, we make it u... 
Ed). 

■ SUBSCRIBE! 

Order CF direct and you 
k need never get out of bed 
again, except to go to the 
toilet perhaps... 



OA THE GAMES 
_<X GURU 

Brian Strain demonstrates 
how no f to wear a 
turban, while waffling «v «n 
about sprites 'n' that. ^U^Bjl 



W Those expecting a la 
this issue are in for a 
— it's no better than the 




usual. 



THE MIGHTY 
BRIAN 

Is it a bird, is it a plane, is it 



a British Rail price 
increase? Nope, I don't suppose it is. 



THE 

TIPSTER 

See ya Chris (sniff), bye, have 
a nice life (Ha ha, cackle, 
mine all mine — Miles). 



W6RK IN * 



TOP TON 

You'd better believe it: 
A count-down of what 
we reckon to be the II 
best C64 releases of a 
time. And at number 
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The latest developments 
in Lemmings' journey to 
C64. Don't just take our word for it, list* 
to the people in the know. 






The Codies' newro will 'hive' 
you kepi buzzy 'til the 
bees 'comb' home 
(insert groaning noises 
here| „„... 





in ie 



Cor! Two footy games In one 
month — does someone know 
something we don 1 !? 



Vlfl 



1 



L 





50 



A mixture of football strategy 
and arcade action greeted by 
mixed reception 



60 





necessary — it's all affordable at the 
Plaza. 



NEXT 
MONTH 



^S^F^^^^ Eeek! The end of the mag 

already. Best have a 
snifter of what's on for Issue #12. Wow — 
we'll be one year old! 




POSTER 
APOCALYPSE 

Hey! Have we done the 'stick 
H' gsg yet? Several times? 
Damn! 



and possibly the first ever C64 tie-in 
— who ya gonna call? 



CH^STBUS 




EDITOR 



STAR PAWS 



Fast, funny and blindingly- 
addictive classic action* If 
you enjoy Road Runner 
cartoons you'll go a bundle on 
Star Paws. 

NOSFERATU 

Vampires — phew, what a nasty 
bunch. Unfortunately they're infesting 
this isometric adventure* so you'll 
just have to go and sort 'em out. 

EASY LIVES 

Whip those toughies with another 
tape-bound cheetarama. It's most 
delish — not to mention new and 
improved... 
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Another issue, another 
monster helping of top- 
notch C64 action. In 
possibly our most game-packed 
issue to date, we've got the final 
instalment of our exclusive 
Lemmings diary, our all-time top 
100 games, seven pages of 
tips... the list goes on. Of course, 
Alien 3, Lemmings and Mayhem 
in Monsterland haven't arrived 
for full review yet, but we've 
been promised they'll get here 
next month. Which perhaps is a 
problem in itself — all three are 
set to be true C64 classics, so 
which one gets Rave Review? It 
never rains, but it pours... 
So, what do the coming months 
have in store for the C64? Not 
much, we're afraid. What's set to 
arrive looks to be of the highest 
quality, but there's not much of 
it, is there? A few budget re- 
releases, roughly five original 
lull-pricers... it's a sorry situation 
(or the biggest-selling home 
computer ever to be in. So why 
not write to your favourite 
software houses? If it was made 
clear that the C64 is very much 
alive and kicking, its users eager 
lor software, then perhaps we'll 
iee a little more arrive. Above 
all, we here at COMMODORE 
FORCE know fully well there's a 
large amount of active C64 
owners, simply because our 
sales figures say so. 
So, here's looking at you, 
C64sters. Make your feelings 
known, and perhaps the future 
could be a little rosier for 
Commodore's wonderbox. Rest 
assured that, no matter what, 
COMMODORE FORCE will still 
deliver two game-packed tapes, 
ind many pages of the best in 
£64 action. 

.lay The Force (and software, 
hopefully) Be With You! 




James Price 



0 

Editor 



We're not sure whether it's a common saying 
— we're sure we've heard it a lew times 
before — but it's about buses. You wart 
hours lor one to arrive, only to be confronted by several 
at once. The same could be said about C64 save- em- 
ups. We've been waiting (or Lemmings to appear lor the 
past year or two, and when it's about to. we discover its 
nearest done — the strangely-named TrrxkSers^^ 
— is to be released as well! Such slrle, eh? i 
For those unfamiliar with the game, read _ 
on. Everyone else can skip to the last 
paragraph, or something ^s^l / 

In a storyline similar to Wart " 
Disney's Fantasia, Hokus and jtf vv4atl 
Pokus are two mischievous novice " 
magicians serving a powerful ^ ' 

sorcerer, Divmius Between .^5*% 
magic lessons, instead of m&'^^^^m^t 
scrubbing floors and S ^^^rfjfiW ^ 
washing windows, the pair Eft 
prefer to sneak off and T~ 
read comics. Fed up with their ™ * 
slacking, Drvmus decides to /^sis. 
create his own workers, and 
his spell-casting and 

incantations create the ^= 
ultimate servants — ^flfc 

Troddlers, small creatureJJH - t— J 

who work forever unless ■ 

told otherwise. But OBto ' 

dsaster. m the form ol ..^5^ 

Hokus and Pokus, shatter ^ 

Divinus s dream. ™ *~ 



ce 



md 




One day, while he's away from the castle, the 
apprentices stumble across a packet of Drvinus's new 
invention — instant Troddlers. with just add water 1 
written on the label. Several buckets of water later, 
the little creatures were wandering (troddhng?) 
everywhere. Worse still, Hokus and Pokus neglected 
to read the small pnnl on the label: ' Under no 
circumstances should Troddlers go near a teleporter. 

tyest they turn into zombies' . Eeek. What happens next 
is predictable enough, and gameplay proper begins 
when an enraged Divmus orders the troublesome 
twosome to follow the creatures mlo the teleport and 

) retrieve them. 

f Unlike Lemmings, the action in Troddlers ts 
contained to a single screen. However, the little 
fellows don't have a problem with gravity — 
- walking on ceilings is an everyday event. In 

^0 essence, tire idea of the game is the 

^ ame as 'that other one' — the 
Troddlers have to be guided into 
an exit by the player. A two- 
" player mode adds depth to 
. other versions, but we're 
/flBR n °l sure rf the C64 version 
. \ * will incorporate this. 

A\ . p Having p!.iy.-i TMMm 

r. ,„.-A^^^* ' on the SNES and 
f \ -j*-^^ Amiga, we've got to say 

. ' I^^^T that, in some respects, it's 

' _ a poor man's Lemmings, but 

V /l wno ^"ows? Perhaps the C64 

77 conversion will convert us. More 
\? _ . /news as it arrives... 



I ' that 



Yay! It's time tor more competition winners! 
After wading through absolutely huge 
amounts of entries, we've linally drawn the 
winners Irom a tew impressively large sacks. The 
actual competitions (and their respective winners) 
are as follows... 



elebrating the launch of their Sports 
compilation, Zeppelin offered one lucky reader 
opportunity to win a copy of that very live game 
collection, as well as their entire back catalogue — 
over 50 games in all. That person was: 
P Savage, Chippenham, Wiltshire. 
Congratulations, 'P' — expect a bumper bundle 
to arrive with you in the not-too-distant future The 
runners up are as follows' , 



Lee Becket (Warley), Jason Skyner (Slade). 
Martin Fennell (Darvel). Robert Harvey (Harlow). 
Shane Murray (Ireland), Stuart Le Grtoe (Essex), 
Martyn Yeardley (Sheffield), P Coggles 
(Eastbourne). Elouise Free (Bingley). Matthew 
Egerton (Northwich). 

Oh. and by the way — 
— while we know that 

multiple entries are a / ~C^ 'j'J m ■■ 

cunning and otten ,^dhh^p* v 
successful method ol ala^Lr ^ ' 

winning competitions. ^ 

that doesn't mean we & V 

tolerate H. Bad luck. © ^ r 

S Rogalson — y 

better luck next 1 \) : ^ T~ 1 

time, eh? *CS2t23 ■ 
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Hands up who's got a Mega Drive? 
No, no, stop throwing the 
tomatoes, aghh.. wait! You see. 
while console owners are to be pitied to a 
cedain extent, they're about to gel one 
over C64sters all over the world. Up until 
now. there's only been one quality 
magazine lor MD and MCD users — Sega 
Force Mega But no more! Impact 
Magazines — the company thai brings 
you COMMODORE FORCE and... oooh, 
lots of other magazines — are. after the 
raging success of SFM. just about to 
launch yel another Sega mag! Callod 



Mega Machines, it's set fo hil the 
shelves any time now — it looks 
ruddy marvellous too. So. even if 
you're not a console bod 
yourself, now's the time to point 
your friends in its direction, after 
all. you wouldn't want Ihem to 
be buying lesser mags, would 
you? Also, its Managing 
Editor is none other than Steve Shields 
little chin and much attitude — so you're 
guarantied a dam fine magazine, full of 
exdusives, the holtest new info on anything 
that's hot. and none of those little typing errors 




'MACHINES 



cause he's good at spoiling I hose. Very good. In facl. 
did you know that when James became Deputy 
Editor. Steve ... (Snip — Ed) 



nr, 



m 



NO'S DOING WHAT? 




E CREW AND THEIR CONFLICTS 



PK9| • Tnis month. James has had 
W to deal with the Tipstergate 
YifT fiasco 1-ook. 1 d 00 ' 1 care whicn 
k Pl 006 °' y° u d^s the tips' he said. 
™ before adding txit could you please 
stop fighting?'. After a little discussion, he decided 
the best solution was. . . bribery! 'He who rewards 
me with sweets aplenty shaft become the new 
Tipster' he said mystenously, before sloping off m 
the direction of the nearest public house 




mfmt^ m • N ° y° u can " t nave m y "ps 

«SB section' roared Chris before hurling at 

m W cassette recorder at Miles. I am the 
Tipster? I shall not be moved'. When it 
was pointed out thai he was sitting on several 
explosive devices planted by Miles earlier, the 
Tipster's usual iron resolve soon crumbled. 
'That's it' he said, adding 'I'm off to work for a 
console magazine'. Is this the end of Chris? 



• Miles has been canvassing 
*5cHB^F 'or votes around the office this 
^ ^-^p 1 jL month Vote Miles for Tipster 

*^read the posters, while the hairy 
one had an idea I'm just off to kiss a baby like 
all the big politicians do' he enthused, and left 
the office He returned a few minutes later with 
a rattle lodged in his ear, but no-one's had the 
head to ask him what happened. . . 



wo competitions run in conjunction with 
Zeppelin, both offenng their entire back 
catalogue as the main prize? Well yes — we 
know variation took a back seal when we ran the 
two similar compos consecutively, but the prizes 
on otter were so Impressive, we couldn't resist it 
Neither could you lot. |udging by the response — 
Chns was so stressed at the prospect of judging 
it. he; threw Miles' lunchbox in Ludlow's last- 
flowimg nver. It's a pity Miles was holding it at the 
time,, but we've no doubt he'll be back in time for 
next issue... 

The winner of Zeppelin's entire back 
catallogue was: 




Oyvmd Antonsen. Norway 

Five runners up were given the opportunity to 
choose five games of their choice. They were as 
follows: 

M Livingstone (Croydon). Simon Church (South 
Humberside), Neil Macdonald (Fife), Michael 
Morrison (Gateshead). James Batchelor 
(Colchester) 



r 



omputer Cavern offered us 
£200 worth of software to 
give away, so (hat we did 
Issue Eight's comp has been a 
Z^j£ £ff£ raging success However, to 

spice things ups a bit. we added 
a tie-break question to... well, help avoid the 
inevitable tie-break. As we're running out of space, 
the names of the winners are available on request. 
However, after his answer lo the question 'If I 
recieved C200 worth of software, I would...', we'd 
advise a certain Craig Ward of Woodlesford to 
keep his head down for a while. Smell like Lloyd 
Mangram's pants indeed... 
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ILL 



TECHNOLOGY? 



So, aside from playing games, what else 
do you do with your C64? If you're a 
keen artist wilh the knowledge and 
ability to create, or even if you're not. the 
NCET (National Council lor Educational 
Technology) are organising something that 
may interest you Basically, they're looking to 
encourage the creative use of computers in a 
nationwide competition, that either individuals 
or teams lie from schools) can enter. The only 
real condition is that entrants be nineteen 



years ot age or younger. NCET have said that 
entrants may submit either a multimedia 
composition or a resource collection. The term 
multimedia refers to the computer-based 
technology that enables the mixing ol text and 
graphics with motion, video, animation and 
photographic images. So, better get your C64 
up and running, eh? For more information and 
an entry form, wnte to: NEMA OFFICE, NCET t 
Sir William Lyons Road, Science Park, 
Coventry CV4 7EZ. 



HROUGH 

As well as having finishing his updated 
version o' Sceptre of Baghdad — see 
last issue — Jon Wetls (its 
programmer) is just putting the finishing 
touches to his new shoot-'envup, 
Breakthrough, The preview copy we've seen 
is, while nothing new or spectacular, an 
enjoyable blasting romp. However, in its favour 
are its two-player mode, atmospheric 
soundtrack and — most importantly — its cost. 
Jon s planning to release il himself, through 
mail order, for a meagre £2. A bargain, yes? 
You bet your socks it is. Look out for a review 
in — hopefully — next month's COMMODORE 
FORCE. 



) 





orgive us tor the crap 
heading, but — under the 
circumstances — we 
couldn't resist it. ELSPA, or the 
European Leisure Software 
Publishers Association, have / 
recently took steps towards / 
adopting an agreed set of / I 
standards, allowing the 
video games industry to ► 
take its first steps towards ( 
addressing current public \ 
worries and concerns' In \ 
other words, subsequent to 
the current row over games 
such as Night Trap on the Mega 
CO and Mortal Kombat, they're 
currently becoming registered 



^ n 

■^4 



ELSPA 



members of the VSC 
of Practice. This, in 
terms, will mean ELSP 
members — including 
3f the larger software h 
— will be obliged to 
X classified rating on 
game that contai 
^\ 'cinematic see 



4SSO 



f+\ cinematic see 
^* \ a sexual or vi 

D. ^ y \ nature'. Most 
A ^ ^ software will 

f 1 . exempt from 

^T* ^ dassiticatlon 
I 1 / don't worry. 

■ ■ ^ I Lemmings isn't 

-^C ^* f going to be a '15' — 
/ but we're a bit 
^ / disappointed there 

^ /' won't be a ban on 
- ^/console-style platform 
games. Dam... 




4- 



1" 




ssue Seven's winning opportunity 
required entrants to draw their own 
dragon. Up for grabs were several 
copies ot Paper Tiger s excellent 
books for four winners, with ten 
runners up receiving Paper Tiger 
bookmarks, posters and badges. 
Again, a list of winners is availible on 
request, but we were so impressed by 
Anton llderton's winning picture that 
we decided to print it... 
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Alternative 



Out in the farthest reaches of our Galaxy, 
there lives a rare creature known as the 
Tasty Space Griffin. Long ago this bird 
was acclaimed as a galactic delicacy, and acquired 
such value that it came to be used as an extremely 
valuable unit of inler-galactic currency, traded on 
the stock markets of the universe. 
On the moon of a distant planet, a gang of 



STJKS. 







paws 




unscrupulous mercenaries have 
been secretly breeding the 
Tasty Space Griffin and plan to 
flood the market with them, thus 
destabilising the monetary 
system of the entire universe, 
and allowing them to seize 
power. 

Startlee! Command intended to 
send Captain Neil Armstrong to 

destroy this evil plot, but due to an error on Ihe 
notoriously unreliable senes seven astro-telex, 
our hero. Captain Rover Pawstrong has been 
send instead. Vastly inexperienced and totally 
unsuited for the task, Captain Pawstrong's 
mission is to capture or destroy every one of the 
Tasty Space Gnffins. 
You control his movements 
as he scours the planet, 
above and below ground, 
aided onfy by the occasional 
visit of a scout craft, dropping 
off essential supplies 





On the surface 



To collect an item, slop Captain 
Pawstrong alongside a box and press 
the tire button. Once collected, each 
item can be used to aid your mission 
To select an item, stop Pawstrong pull the joystick 
down until the desired item is displayed. Press tire 
and this will become the current item Each time an 
object is selected, the last one used is lost, and will 
need to be collected again. Should you decide not 
to use any Item, push forward on the joystick to 
regain control ot Rover 




GET A PIECE OF THE ACTION 

• Hey, look — I've written this great game, and I've enclosed this coupon to 
just give an indication of who I am, what my game's about and... erm... 
indemnify Impact Magazines from any possible legal action should copyright 
problems arise. You see, Wm all my own work, and I haven't ripped anyone off 
in the slightest. 

Oh yes., and I do know that, should I want my game returned, it's a good idea 
to enclose a stamped, self-addressed envelope. Hey, I'm right clever me! 



Name. 



........ 



»»» 



Postcode....... 

Utility tused (il any) ............. 

IMPORTANT 



............... 



Please sign this 

This prrogram is submitted for publication by COMMODORE FORCE. It Is 
wholly my/our own work and l/we agree to indemnify Impact Magazines (UK) 
Ltd against any possible legal action should copyright problems arise. This 
game its not being considered for publication by any other magazine or 
softwaire house, and l/we will let you know in writing in the event of this 
happening. 

Signed •••••«••••••• Date - 

■ Be suire to enclose this coupon (or a photocopy) or we cannot consider 
your gaime. The address is, as always: 

COMMODORE FORCE, Impact Magazines, Ludlow, Shropshire SYS 1JW. If 
you waint your game returned, please enclose an SAE — cheers mateys. 




Gives extra 
speed and the 
ability 10 past 
over obstacles. 

Usato 

gain a height 
advantage, and 
diva on the Gritlm 

Fires missiles, 
obviouslyflk 

Face towards the 
bird and explode it 
when In range. 

Transports Rover 
to hts laser gun in 
the valley. 




Solve this for 
extra points 

Needed lo 
explore the 
subterranean 
caverns. 





nourishment tor 
hungry heroes. 




Deadly ray 
gun — bnngs 
instant dealh to all 
in lis path. 






The Caverns 

Before entering the caverns, make sure 
you've collected a Space Lamp — 
otherwise, you won t be able to see a 
thing. Also, look out for and collect the 
ammunition lying around — this is 
essential when you enter the Valley 
section Keep your light supply up by 
collecting lamps, and use litis by pressing 
either up or down Limited energy power* 
ups are scattered around — it's a good 
idea to find and use these... 




: imi 



■ Fire button oepressed — 
manoeuvre flovor around 
the screen - Fire button 
and direction moved in 
— (Svo. Fire button while 
moving but no direction 
pressed — jump. Obviously, 
the fire button does things like 
firing rockets as well but we'll 
leave you to discover the rest 
yourself — it's more tun that way. you Me. 
Happy hunting! 




If you want your Ree 

)• - Action without your 
v I^B real tape-loading 
m - i J V mhM hassles, and you 

happen to be one of 
those lucky peeps ii 
» 1 I possession of a disl 

' drive, then listen up 
Send £1.49 to: 
Ablex Audio Video 
Ltd, Harcourt, 
Halesfield 14. Telford 
Shropshire,TF7 4QR. 
With fleet of foot your disks will be winging their way to 
you in no time. 

Name 

Issue Number 

Address 

Postcode 

- Most attractive bank logo 

| And if you don't want to ruin your FORCE by snipping this 
out, get a photocopy. 
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The Valley 

After collecting the assorted 
ammunition from Ihe caverns, this 
section should be your next stop. 
It s a shooting range area, where 
getting the right trajectory while 
firing is essential — once you've 
got it nght, let the gnlfins have a 
couple of shots in the kisser. Ha. 
There are six to kill in this sub- 
game, but ammunition's limited — 
you have been warned . . 

Bonus Screen 

Hey hey, it's a slide puzzle — ol 
sorts. Observe the picture as it 
should be before it's various pieces 
are switched around When fire is 
pressed, the square underneath the 
pointer will be swapped with the 
blank one. Oh, there's a time limit 
loo... 
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PACKAGING AND CONTENTS 
© IMPACT MAGAZINES 
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WITHOUT THE MAGAZINE 
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Alternative 




ighilall The deadly enchantment 
begins. Will you live to see the dawn? 
Fight a desperate battle to save your 
souls Irom the vampyre's bloodlust Your 
enemy's power is subtle and mysterious, his 
strength never-ending. There is only one way 
to bnng Nosteratu S reign to an end. and 
three parts to your struggle to overcome him. 




you must act fast to protect yourself and the inhabitants of Wismar Irom his 
It Nosteratu moves into the house he could soon take control o( the whole ic 



' ' i IN! 
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MAP SCREEN 

Once you've equiped your team, a map ol the 
city appears, with Zuul's terrible temple In the 
centre and GHO at the bottom. Red flashing 

buildings indicate the presence of a Slimer. 

Guide your vehicle to red flashing buildings, 
leaving as short a trail as possible. As you do 
this, freeze any Roamers that are moving to 
Zuul by touching them. 

To position yourself at buildings directly 
above the street, push the button. To position 
yourself at buildings below the street, pull back 
joystick and push the button. 




Jonathan 



and (turn the innocent inhabitants into vampyres! 

You left the deeds to the house on the dining 
room table, but they have disappeared. You must 
find them and escape as soon as you can. 
Nosferatu is at his most dangerous at night when 
the castle doors are locked. You cannot escape 
until the light of day, when the Vampyre lies low. 
Meamwhile you may have to contend with vampyre 
beasts, plagued rats, and hallucinations created by 



You can find 
weapons and 
objects to aid 
your survival, but 
the evil 
ill sap 









GHOST VACUUM 
Sucks up itinerant ghouls (called 
Roamers') as you travel the ^ 
I Streets of the city 

BnD*5T THRPS 
These are what you use to catch 
and >tffe Slimers Each trap 
holds ooe Slimer Without them, 
you can't earn money 

■ GHOST 

This auracte Ho 
periodically gather to form t! 
Marst.mallow Man. Without 
bait, you can t stop him 

important safety tips). You Q(rt five dollars oi 
bait per purchase. 

BjRTABLE ! r ' BUM 

Stores len Slimers In your 
■ 1 do. Saves travel time back 
to GHQ for mora traps 

JNERGY DETEC1 
' ' Warns of an approaching ghost, 
called a Slimer by turning a 
building pink whenWu pass it. 





Makes Slimers easier 10 see 
when you're trying to catch 

Ti(ARSHMA 
SENSOR 
Warns you "l me 
impending approach of the 
dreaded Ma/shmallow Man 
lgwhito when you're by n 




The town off Wismar 

Here you control Jonathan Harker. Lucky Harker. 
and Van Helsmg (Lucy S brother-in-law and admirer). 
Press 1 . 2 or 3 on the keyboard to change character 
control. 

Nosferatu has been drawn to Wismar by Lucy's 
special power of attraction. Unknown to Jonathan, 
her husband, and Van Helsmg. she's the only who 
can destroy him. You must keep her alive in order to 
win the game. 

To ensure both Lucy s survival and the protection 
of the Wismar townfolk. the two men must destroy 
the growing number of plagued and kill or keep at 
bay those inhabitants who have already succumbed 
to the Vampyre s power A population count is made 
dunng the game to measure your success. 

Remember, if Nosferatu still holds the deeds to the 
house, he will have a safe base from which to 
operate his blood- hunting, and will be extremely 
powerful. If you managed to retrieve the deeds from 
his castle in the first part of the game, the Count will 
be forced to roam the streets and take shelter from 
the daylight where he can — in disused houses, 
cellars, and the like. 

If he's trapped for long enough without taking 
victims. Nosferatu's bloodlust will grow stronger and 
his desire lor Lucy more irresistible. You can then 
take the opportunity to lure him to Lucy's house and 
his ultimate destruction. 

It Nosferatu doesn't have the deeds to the house, 
he may try to regain them by seeking out the estate 

now sadly in a 



OONIIMMLS 



Joystick In Port 2. 



1 



When you arrive at the 
disturbance, do as follows: 

Direct the first Ghostbuster 
towards the centre of the buttdtng 
drop the trap. Move to the far (eft of the screen, turn 
towards the trap and push fire again. 

The second Ghostbuster appears Direct him to 
the right of the screen, turn towards the trap, and 
press fire. This will activate their streamers. 

Move your Ghostbuster s Inward to trap the Slimer 
between the streams. But don't cross the streams! 

When you have the Slimer over the trap, push 
fire. The trap will pull him in If you miss, you know 
what will happen... 

Every trapped Slimer increases your credit rating 



The game ends one of three ways: 

1: The Gatekeeper and Keymaster join forces at 
the Temple of Zuul and you haven't earned more 
money than you originally started with. 

2: The Gatekeeper and Keymaster join forces at 
Zuul. and you do have sufficient credrt. but you're 
unable to sneak two Ghostbusters into the entrance. 

3: You successfully reach the top of the Temple 
by sneaking two Ghostbusters into its entrance. 



■ Joystick in Port Two Keys 
definable In program. 



asylum, could agree to | 

Nosferatu s request It is up to 

Jonathan and Van Helsmg to keep ^ 

Renfetd protected by laying garlic 

around the asylum. They must not i 

neglect their duty — Renheid s unstable 

condrtcn could be their downfall, should the 

Vampyre reach him. 

Garttc. of course, will keep the vampyres at bay, 
but to kill them you need stakes A supply of stakes 
might not be readily available, so you must 
improvise. Remember, as an employee of the Estate 
Agent, Jonathan alone may have access to some 
useful items. Should you manage to move Lucy m 
safety towards her house, discover Nosferatu's 
whereabouts and lure him with you — the final part 
of the ordeal begins. 

Lucy's House 

As Lucy, you alone can destroy the Vampyre 
Jonathan and Van Helsmg are unaware of your 
destiny and. with your best interests at heart, will 
try to keep you away from Nosferatu. You must 
lock them away in your house before you can 
proceed. Bear in mind that, although united in 
their vampyre-huntmg, the two men share a love 
for Lucy. Once they are out of your way, you can 
take Oracula to your room in the east side of the 
house, for the final hours of your nightmare. If 
you manage to keep Dracula with you until I 
light of dawn, his reign will come to an end 





COMMODORE C64 REPAIRS Just £29.00 inc 




' Commodore registered. 

* Over 10 years experience with commodore 
computers. 

* 20 qualified technician engineers at your 
disposal. 

" We will underlake to repair your 
Commodore 64 computer (or just £29.00 
including parts, labour. V.A.T. and post and 
packing. 

* Fastest possible repair time. 

' Prices include full service check, overhaul 

and soak-test. 
" All repairs covered by a 90 day warranty. 
' Repairs also undertaken on 1541.C16. C+4.C128 

Computers 




( 'iniimiidon.' f>4 Power Supplies £18.99 

Commodore 64/128 Compatible Data Recorders £18.99 

Commodore Tape Head Alignment Kit £9.50 

Commodore Data Recorder Head Demagnetizers £9.99 

Commodore 64 Light guns and games £29.99 

Commodore Light Pens & SoRware £29.99 

Commodore Replacement Data Recorder Plug & Lead £5.99 

Commodore 64 Handbooks ...... £4.99 

Commodore R.F. leads £3.99 

Commodore 64C Modulators £19.99 

Commodore Printer/Disc Drive Lead £5.99 

Commodore Colour Monitor Leads (8 PIN DIN to 3 Phonot £6.99 

Prices include V AT, postage and packing 

All orders sent by return: Cheque/Visa/Access/PO's 
Trading Post, Victoria Road, 
Shifnal, Shropshire TF1I 8AF J££ 
Tel/Fax (0952) 462135 




How lo lake advantage of this exceptional otter: Simply send or 
hand deliver your machine to the workshop address below, 
enclosing payment and this advert, and we will do the rest. (If 
possible, please include a daytime and evening telephone number 
and fault description). 

If you require courier lo your door, please add £5, else your 
computer will be sent back by contract parcel post/white arrow. 

WTS Electronics Ltd, Studio Master House, 
Chaul End Lane, Luton, Beds LU4 8EZ 
(0582) 491949 -(6 lines) 

C FORCE 

I WTS mm tht ngh» to r**uM m**»n« tut ■> om ofWraop an bayorc! f — awatM rapao.tui crwg* aoc*w> 



YuiTcOULD WIN £50 WORTH 
OF THE VIDEOGAME OF 
*Y0UR CHOICE. 



call 0336 400 211 NO 

SIMPLY ANSWER 3 GENERAL KNOWLEDGE QUEST) 

Colli cost 36p/min. cheap rate, 46p/min. all other times* Maximum length of coll 5 
mini. Maximum cod of coH C2.40. Moaie get penrnnion of person paying phone-bill 
before making thi* coll Closing dale: 30. 1 1 .93, Further rule* 4 regulation* lend SAE 
to Newmork- P.O Box 87-Chkhwter-PO?0 6QG 





ADVENTURES & SIMULATIONS 
All games on C64 Disk Only 



APACHE STRIKE 


£14.99 


LEGEND BLACK SILVER 


£15.99 


BALLYHOO 


E14.99 


MIND FOREVER C128 


£19.99 


BORDERZONE C128 


£19.99 


MONOPOLY 


£1 1 .99 


CLUEDO 


£11.99 


QUESTRON I 


£19.99 


CYRUS CHESS 


£11.99 


QUESTRON II 


£19.99 


DEJA VU 


£14.99 




£14.99 


£19.99 


SPORTING NEWS BASEBALL 


DRAGON WARS 




FLIGHT SIMULATOR II 


£39.99 


STEALTH MISSION 


£19.99 


INTRIGUE 


£14.99 


TRINITY C1 28 


£19.99 


LA CRACKDOWN 


£14.99 


UP PERISCOPE 


£24.99 



CLUE BOOKS: at £8.95 each: BUCK ROGERS, CHAMPIONS OF KRYNN. CURSE OF AZURE BONDS, DEATH KNIGHT OF KRYNN. 
DUNGEON MASTER. ELITE. ELVIRA I OR II. GATEWAY SAVAGE FRONTIER.MANIAC MANSION, MIGHT & MAGIC I OR II. POOLS 
OF DARKNESS, POOL OF RADIANCE. ZAK McKRACKEN. INDIANA JONES ADV., SECRET OF SILVER BLADES. 

LEGEND OF KYRANDIA. WASTELAND 
£9.95 each ULTIMA V. or VI.. EYE OF THE BEHOLDER l.ll or III, MONKEY ISIAND I OR II 
DARK QUEEN OF KRYNN, TREASURES OF SAVAGE FRONTIER, INDIANA JONES ADV 4. 
Mail order only. Please allow 28 days for delivery please make cheques payable lo CINTRONICS LTD. 
Free post & packing within the UK. EUROPE add £2 per Hem. Rest of the wortd .add £3 per Item 

CINTRONICS LTD. 16 Connaught Street, London W2 2AQ 
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Traditionally Ihis 
is the page 
where we try 
and sell 
COMMODORE 
FORCE subscripts 
lo you Or do wo? 
Don I they sell 
themselves 7 
Let s put ft into 
perspective For the 
basic subscription rate, 
you get 13 issues ot 
COMMODORE 
FORCE, rather than the 
usual 12. Good enough 
tor you? There's also Big 
Box 2 — a30-game 
compilation ol the 
highest quality that's 
yours tor tree once you 
begin subscribing As its 
RRPisahelty C16 99, 
we think that s a pretty 
smart deal Want Reel 
Action on disk? No 
problem — simply specify 
on the order form (or over 
the phone) and your word ■ 
is our command. Sounds 
like a bargain? 

You bet your hamster it is. In 
lad... [writer turns to window) 




look guys! Look at all the little '° r "ee? wnai \ 
trogs 1 What's that they're dreamed ot 13 

carrying? COMMODORE 
FORCE subscription lorms? Coo, talk about a 
wide reader base. Oh no — look out tor the car..,! 
Damn Oh well, somebody had better go clear the 
mess up Where were we? Oh yes — you see, it's 
official. COMMODORE FORCE is the magazine to 
buy, be you human, frog, mollusc or small bread 
van crawling along country roads Don't delay — 
subscnbe today 1 



Want a gilt? You've got one. Big Box 2 to be exact, 
the great compilation from Beau Jolly and it s your 
FREE when you purchase a subscnption. now that's 
In a bargain! Oh, and there's more — because as well as 
) reoeving the twelve issues, we II chuck in another one 
i tor tree! What more can you ask (or — we'd have 



Commodore 



Y'know, It's a shame about the frogs, but I'd still like to 
subscribe. It's such a bargain — I mean, who could ask for 
more? Now Where's that pen got to.*. 



Long to play the Reel Action tapes 
on your disk drive? Well don't 
try and get your tapes to 
run on it 'coz it'll all end 
In tears. Instead you 
could subscribe and 
get Reel Action on 
disk! Now you can't 
say fairer than that. 




Tick where appropriate. 

C I live In the UK. Please send me 13 issues of CF with Tapes C38.00 
I live in the UK. Please send me 13 Issues of CF with Disk C38.00 
I live In the UK. Please send me 6 issues of CF with Tapes £19.00 
I live In the UK. Please send me 6 issues of CF with Disk C19.00 
I live In Europe or Eire. Send me 13 issues of CF with Tapes C45.37 
I live in Europe or Eire. Send me 13 issues of CF with Disk £45.37 
I live outside Europe. Send me 13 Issues of CF with Tapes £60.00 
I live outside Europe. Send me 13 issues of CF with Disk £60.00 
Tick this box it you wish to reclevo Big Box 2. It'd be a good idea 
to do so — after all, it's a great compilation (not to mention free)... 

e Method of payment: VISA ACCESS D POSTAL ORDER 

Credit card number Expiry date: 

Signa ture: «....«. 

Name: 

Address: 

Postcode: 

Make cheques and postal orders made payable to Europress Direct. Send this form (or a photocopy) 
with payment to: Europross Direct, COMMODORE FORCE Subscriptions, FREEPOST, Ellesmero Port, 
South Wirral L65 3EB. Remember — no stamp needed! 



6034 
6033 
6036 
6037 
6036 
6039 
6040 
6041 

6124 
CHEQUE 



n 
o 
a 
□ 
□ 

a 
□ 



ALTERNATIVELY... 



Why not subscribe by phone or fax? Ring your order through on 051 357 1275, or fax It through on 05^ 
357 2813. For any enquiries regarding your subscription, telephone the ever-so-helpful people who 
deal with our subs on 051 357 2961. 

Please tick If you do not want to recleve promotional material from other companies. 
• Better get ya money ready — this offer ends on the 21 October. Coo, time to hurry! 





games. Love 'em 

or hate 'em, it's a crowded 

genre where, to bo noticed, 

a game needt to bo 
something special. The C64, 

bless its little cottons, has 
soon many come and go. lb 
bo honest, wo wouldn't bo 
being overty unfair if wo 
were to say the 'go' part 
hasn't always boon such a 
bad thing — most of them 
are limited in forms of both 
design and content, offering 
little to any gamesplayer 
with any amount of skill or 
imagination. A demo of 
Mayhem in Monsterland 
arrived at the office this 
Month, and we're utterly 
astonished. Sporting 
graphics superior to those 
most 1 6-bit games have to 
offer. Mayhem plays bettor 
than any other platform 
game we've seen before. 



In Mayhem in Monsterland, each level has two 
different statuses — happy and sad. Initially, 
each level is sad and dull, dreafy (but still 
attactive and well-defined) cosmetics emphasise 
this. In this first stage. Mayhem has lo collect 
magic. This can be lound once certain creatures — 
of which there are many — have been killed To do 
this, Mayhem, in true platform tradition, leaps on 
Ihe nasties' heads. Most of these are fairly small 
and occasionally stationary, bul at certain points 
there are bigger assailants who fire projectiles at 
the hero and are dilficult lo dispatch Should 
Mayhem be hit or walk into a nasty, he flashes for 
a short peroid of lime, signifying limited 
mvunerability However, another collision is bad 
news for our hero, because, should he be hit once 
more, a lifo is lost and he's re-posilioned at the last 
reslart point passed These are spread thioughoul 
Ihe lovels, helping lo keep play flowing and ease 
nlph-inevilable fruslralron — alter all. who wants to 
lose al anything? 

Most platforms are solid, bul certain surfaces 
can Ik; lumped or (alien though, using the fire 
button and required joystick direction You see, 
unlike many of its 
contempanes, 
Mayhem in 
Monsterland is a 
game thai 
requires more 
than pure 
leaping skill 
Careful timing 
and strategies 
are a must, and 
plowing through 




Ahh. so here it Is. 
Mayhem in Monsterland** 
one of the four big releases 
set to hit the C64 this autumn, and It 
could well be the best of the bunch. I 
haven't been so impressed by a 
platform game since I first saw Sonic 
the Hedgehog — granted. Its a 
console game, but it's one of the few 
really good ones. However, unlike the 
Sega effort, Mayhem actually has a 
difficulty curve that Is, Indeed, a 
difficulty curve — It's a genuine 
challenge. 

So. seventy words Into a preview 
comment, and I've said little. I could 
bombard you with superlatives. 

_ describing just how 
wonderful Mayhem 



J- 



I wt 

| is. but I think you'll 
have already 



J levels at top speed ts a 

recelpe tor disaster It s tempting 
though: Mayhem's horizonatal 
scroll is one ol the — il not the — 
stest we've seen in a C64 game, and 
t s as smooth as you could hope lor In 
certain areas, paralax scrolling rears its 
head, but doesn't clutter the scenery in any 
way — all loo often, a background 
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• The many bright 
colours of Monsterland — 
guaranteed to bring a 
cheery smile to the 
glummest of lips, 
pattern is. in essence, (he 
sacrifice ol speed (or Ihe sake 
of pretty pictures. If you've seen 1 
the Amiga 1200 version of Zool. 1 
you'll know what we mean,-. 

Once Mayhem's found Ihe 
neccessary magic, (ravelling 
through the exit point leads to the 
newt part of the section. The level 
ma|p remains (pretly much) the 
sarme. but it's now happy — colour 
ooozes from every pixel. Our hero 
now has to collect stars before It's 
sade to progress to the next stage, 



TI 

036 



? f * 



| and another land. The 
I gameplay here is. like 
I the level maps, pretty 
I simitar but sufficiently 

tweaked, differing 
If enough to provide a 
I new challenge. The 
| changes aren't just 
I graphical — each part of 
f Mayhem has its own 
' unique music, be it loud 
and oppressive or as 
cule as can be. Look out 
for a full review in next 
month s COMMODORE 
FORCE 
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. _ 

It's been 
v^*? — ^~\J coming, and eagerly 
awaited? Do caterpillars come In many 
shapes and sizes? The fellows 
responsible lor the Incredible Creatures 
games look to have created another 
masterpiece. A stunning front-end effect 
greets you, and from then on you're 
hooked, Having marvelled al the 
smoothness and speed of Sad' world. I 
was positively reeling at the amount ol 
colour and detail bulging from the 
happy level I saw. The small but 
superbly crisp and detailed main sprite 
is a joy to behold, moving fluidly across 
beautifully drawn and shaded 
backdropa. In fact, I can't remember a 
prettier game on any 8-bit system. Even 
the happy colours of the excellent Trolls 
pale distinctly beside Mayhem In 
Monsterlanc f's rainbow hues. There's 
even a few bits and bobs of paralax 
sprinkled about to further enhance visual 
Interest (as if it needed to be!). 

The demo we have did seem a little on 
the tricky side, but It s such a pleasure to 
play a couple of untimely deaths don't 
seem to matter two hoots. 

Put simply — if the full game doesn't 
arrive pretty darn quick I may very well 
explode! 




.us: Ho yt 



• Spottyland it may be but unsightly 
blemishes are few and far between. 
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TO WIT. 



JAMESY: This month, we've got a special guest 
DJ Chris! 

SMILES: Taa Daaa! 

DJ CHRIS: I haven't got any Um Bongo? 
JAMESY: [puzzled] Well. um. that's great Chris. 
Tell us about your new occupation 
SMILES: Occupation, ra ra raaa. 
DJ CHRIS: Well, it's tough Like meat when its 
been over-cooked. I tell you what, though, 
there's a great smell where I work. 
JAMESY: Really? What does it smell like? 
SMILES: Poo. poo, it smells of poo. 
JAMESY: [calls backstage) Look, could 
somebody punch this guy out? [to sound of 
Smiles being beaten up in the background] 
Carry on. Chns. 

DJ CHRIS: Put quite simply, that means 
easy to understand, not difficult to 
comprehend, il's a great smell 
Lilke small sailing boats when 
truey suddenly land on the back of 
your neck. 

SIMILES: Burble., [sounds 
Deeding] 



JAMESY: And now for my main question: What Is 
Charl Chatter? Why is it such pap? And why do an 
otherwise talented editorial team fail to ditch it 
every month? 

DJ CHRIS: Because it takes up space and it gives 
us a chance to say stuff that is not... 
a) funny 

b) relevant 
c)er... funny. 

- p 



basically. 

JAMESY: So. you've heard it from the man 
himself, folks. Want to remedy the situation? Well 
it's simple. If we get one hundred letters (marked 
'Chart Charter Complaints) telling us we're the 
greatest and promising to buy COMMODORE 
FORCE forever while also saying 'look, Chart 
Chatter really is awful, you know', we'll finish it 
forever. We promise. There's also a special prize 
to the first person to spot where we pinched our 
vaguely-amusmg gags from — all two of them. 






COMPILED BY _ SPONSORED BY 
GALLUP PENGUIN BISCUITS 



PRODUCER: HIT SQUAD 
PRICE: £3.99 

JAMESY: So Is this the end of Chart 
Chatter as we know it? 
CHRIS: We can but hope... 



"Its difficulty level 
makes it a 'load it 
or leave it' game" 



o: 




a 

o: 
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WWF WRESTLEMANIA 
HIT SQUAD £3.99 



STREET FIGHTER 2 
US GOLD £ 1 2.99 



DIZZY: PRINCE OF THE YOLK FOLK 
CODEMASTERS £3.99 




MULTIMIXX 1 GOLF 
KIXX £4.99 




RODLAND 
KIXX 



£3.99 



a 
a 



RAINBOW ISLANDS 
HIT SQUAD £3.99 




JACK NICKLAUS GOLF 
HIT SQUAD £3.99 




BUBBLE BOBBLE 
HIT SQUAD 



£3.99 




MANCHESTER UNITED EUROPE] 
BUZZ £3.99 




STREET FIGHTER 
KIXX 



£3.99 



o: 



TEST MASTER 
E&J 



£3.99 



THE ADDAMS FAMILY 
HIT SQUAD £3.99 

F16 COMBAT PILOT 
ACTION 16 £3.99 

JAMES POND 2: ROBOCOD 
KIXX £3.99 

MANCHESTER UNITED 
GBH £3.99 

NEW ZEALAND STORY 
HIT SQUAD £3.99 



Qm^BB Q1H9 CHBEB 
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0908 
379550 



lo DIRECT S 
SOFTWARE 



All Prices 
inc VAT 
P&P Free 

In UK 



MM, 



C64 CASSETTES'KiSA'"" 

PLEASS CALL rOlt 
D5TAJL5J 

C64 CARTRIDGES .i« 

Robocop 3 only £8.9* 

Toki only C8.99 

Battle Command only £8.99 

Navy Seals only £8.99 

Shadow of the Beast only £8.99 

Chase HQ 2 only £8.99 

Buy Any Two and Choose One Free!!!! 



public rrYTvnn vt\ vt\ 1000 ' s 

DOMAIN MO)/ DJ p OF 

tapes J^LAJ \JOJLo programs 
OVER 40 P.D GAMES - £4.50! 

Yesl TWt right. More than 40 P.D. gom«* for *on 1 2p «achl Thii 11 THE ultimate 
collection for your C64I And thot't not all (Milage and pocking it abwlutaly free tool 
Thorv's tomefhing on thii lope for everyone. No roaHer what youf pleoiure ihii tape 
hat got iff Don t mitt thn one. (CWDfR FP0T01 1 
All order* tent by return pott. 

FREE CATALOGUE! 

To receive your free FOX P-D. catalogue, tend your name and oddreit, enclosing o 

SAE. lo the addrctt below. 



Please make P.O./Cheques payable to FOX P.D. and send to:- 
FOX P.D., 6 Sturton Avenue, Goose Green, WIGAN, WN3 6SZ 



NAME 

ADDRESS 

[POSTCODE 

ITEM 

ITEM 

ITEM 

ITEM 

ALL PRICES INC VAT 

TOTAL 



TELEPHONE 

CREDIT CARD NO: 

r 1 1 1 m i n 



M ill 



CARD EXPIRY DATE: 

SIGNATURE: »™ 

TEL: 0908 379550 MAKE CHEQUES 
PAYABLE TO: DIRECT SOFTWARE LTD, 
DEPT CF AUT SC, UNIT 3, CROSS KEYS SHOPPING MALL ST NE0TS, CAMBRIDGESHIRE PE19 2AU 
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I 
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I 
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SPARES & REPAIRS 



C64/1541 II & Software £174.99 

1541 II Disk Drive* Software ... £139 99 

C64 Compatible Printer £149.06 

C64/1 28 Cassette Dnfl £1 9.95 

C84 Power Unit £19.75 

Mini Office II (64><D*9k OR Tape).£17.50 

C64 Reset Cartridge £6.99 

User Manual (64 OR 1541/11) £5.99 

Dust Cover (64 OW Shape OR 64C).£5 99 

C64 Serial Lead £5 99 

C8M Chips / Printer Ribbons P.OA 

Centronics Interface plus Support 

Software (Disk OR Tape) £24.98 

C64 Replacement Keyboard £19.95 

C64/128 Mouse & Mat £17.99 

C1 6/+4 Joystick Adaptor £8.99 

Monitor Lead (Scan OR 3 Phono) .£6-99 
AH price* induct* VAT and P&P ■ Order* 
Dy chequa or PO onry ■ Sand an SAE tor 
ful prto* Sat 



REPAIRS: 

C64 £25 Inc 

C+4, C16 £30 Inc 

1541 00 £40 Inc 

C128 £45 Inc 

Sand macrtne or*/ *an paymar*, a*J 
d » u i » e y and your TaMpfinn* Nonoar. I 

in laal ai ■ nn n tri rn — *" ' ■ " *r 

«8 hour* bjmarotm ■ 3 mcr*i N*vrar*y ■ 
> rr—tara ra H r wr j war- hM aSunfl. 



OASIS (Dep! 4B) 
14 Ridgeway Rd 
Salisbury 
Wiltshire 
SP1 3BU 
Tel:<0722) 335061 



OASIS 

COMPUTER SERVICES 




COMMODORE FORCE DOES NOT ACCEPT 
ADVERTISING FOR COPYING DEVICES BECAUSE 






If you copy software: You 're breaking the law. 

You're a CRIMINAL 

Think about it. 




Of all the games 
released for the 

C64, there's a 

certain amount that 
are metaphorically 
head and shoulders 
above the rest. This is 
the COMMODORE 
FORCE team's top 1 00 
games ever, in order.- 






RAMBO — FIRST 
BLOOD PART 2 

• The Hit Squad 



\ John Rambo's fir si appearance 
• • Jon the C64 is a shoot-'amup with 
Jl — ^ ^ an unusual trom-above-and- 
bohmd perspective. At first, its difficulty level 
*ecm$ overly tough; with only one life and a 



Rambo's Quest 15 initially 

4 bit of pr antic* lt'» OMy 10 



nun a. n 



ItW yu 



j'/l wan! to do 



■t again. 



Noteworthy tor its excellent sound and 
presentation, Rambo's a game that's tricky to 
track down these days — but if you can, do so. 





Touchdown 

' — Pipemania may nol be a stale-of- 
L w <^~r the-art piece of programming, but its 
Amd-^S playabiiity is undeniable Using 
random pipe sections, the basic objective is to 
provide a path for an ever-flowing stream of 
water The action is contained to a single screen, 
with each level demanding greater lengths of 
tubes. 

Pipemania was perhaps a tad overpneed on its 
original release; however, its more recent £3 99 
budget incarnation is worth every penny. 



3 a a. -QBBa 
acc anaa 

3DEL: *JQB3 

ancir inns 

A |OB3 
3DK-C 'OB3 





RAMPARTS 
Domark 

Ramparts rears its head at Uvj tail 
end of our top 100 tor one reason — 
fts multi-player inode. Blowing the 
living daylights out of a Irtend's castle is 
particularly enjoyable; the refreshing blend of 
strategy and arcade action a change from the 
usual fare. 

Graphically sound. Ramparts' downfall Is its 
one-player mode — It's Infuriating, fiddly and 
lacks "edge" If you've the friends (and the cash), 
its certainly more than a worthwhile purchase. 



HYPERSPORTS 
• The Hit Squad 

Where sports games relying on 
loysttck- waggling are concerned. 
Hypersports rules the roost hands 
down With a mere six events to participate m 
you'd be mistaken for thinking <t lacks testability 
However, the challenge presented by various world 
record times — and beating them — makes for 
interesting play Sure, it's imng after a while — thai 
waggling really takes it out of you — but despite 
the limited nature of its genre. Hyperspods is pure 
gold-medal matenai 




ARKANOID 

• The Hit Squad 




A conversion of the ancient coin- 
op (which In turn owed its design 
to another, older game), this ts one 



of the most curiously addictive pieces of 
software we've seen. The concept is simple; 
controlling a bat of sods, a ball bouncing around 
the single-screen play area has to be deflected 
10 destroy vanous bncks m a static wall Should 
the ball leave the bottom of the screen oe if you 
miss it), a life is lost — the ball also increases m 

hMP^^H^VB^BAMWHH^B^B^B^B^B^B^B^Bfl 




BLASTEROIDS 

• Imageworks 
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speed the longer it's in motion. In true coin-op 
tradition, there's power ups aplenty — from 
lasers to skip level icons Arkanotds simplistic 
gameplay is almost insulting, but so compulsive 
it's one to come back to time and time again. 




aarrrmi-uj 

Like Arkanoxl. Blasteroids is a 
conversion of an arcade machine 
that's essentially an upgrade — in 
this case, the subject matter being the near- 
prehistonc Asteroids. Thankfully the producers did 
more than simply add Br to the title power-ups 
and a two-player are incorporated to great effect 
Possibly the most innovative aspect of ptay is that 
two participants can fly around mdiviOuaiiy or. it 
desired, join to form a more powerful caft This i 
can be flown by one player wMe the other J 
operates a top-mounted gun turret m 






BOUNDER 

• Gremlin 



Guiding a lenms Call across vertically 
t^^J scrolling rooftops may not sound like 

big-league material, but Bounder 
offers this, and more Not a great deal more, it has 
to be said, but it's undoubtedly the leader of it's 
field — even II it's one of a kind... 



i hi p mi 



HE 



jPLTITiIj 
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• Reel Action 



Despite its largely monochrome 
^plfll screens and shoddy appearance. 

Saboteur 2 is a highly-enjoyable 
arcade adventure The inclusion of beaKem-up 
overtones and an impressive amount of screens to 
explore (over 200) certainly makes it an admirable 
challenge, after its appearance on Reel Action, the 
office was inundated with maps of it from would-be 
cartographers. 



I 



DALEK ATTACK 
Admiral 

The time lord's best-ever appea 

M on theC64 is also tnr superior than its 
bJ Amiga counterpart. It looks good, 
plays well and even retails at a sensrble (not to 
mention affordable) mid-price £7.99. The only real 
criticism we could level at It Is Its Insipid shoot-em- 
up first level. Other sections are infinitely more 
pleasing platform exploration levels, with the added 
bonus of simultaneous two-player ac 



eworlcs 




■us unusual bomb-defusing puz/ie 
I * M I game isn't much to look af or listen 
*M*wLmM to, but its simplistic nature is 
instantly (and thereafter consistently) appealing. 
Trying to explode the explosives littered on the 
playing field without setting off lethal chain 
reactions is a delight; Bombuzats password 
system also adds a considerable amount of 
testability. 



RODLAND 

• Kixx 

This conversion ol the popular Bubble 
Sooo/e-mspired com-op is — like 
~ Ramparts — noteworthy for its 

excellent two-player option. However, unlike the 
aforementioned game, its one-player mode is almost 
(but not quite) as good. Controlling one of two long- 
haired faines (not the best choice of words, eh 7 ), 
screen after screen ot nasties have to be dispatched, 
using the rod 1 of the title to smash them to oblivion. 
Most beaten assailants leave a power-up behind; 
using these speeds up Tarn and Rit s (the heroines) 
task. On budget. Rodlands a real bargain Get it 
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SILKWORM 

• ZZAP! Issue 90 

/"7^^\ We've always felt the arcade 
> ^ v • ' \ incarnation of Silkworm doesn't 
V^^a^r feel' nght; the game just doesn't 
glue as a whole. Bearing that In mind. Its curious 
that Silkworm on the C64 is a shoot-'em-up of 
the highest calibre. A two-player option adds 
spice, and even the lack of impressive R-Type- 
ish power-ups or stunning backdrops doesn't 
leave the gameplay bland. Those wishing to 
obtain it can order ZZAP! Issue 90 from 
Forcefield Plaza's back-issue service — you 
won't be disappointed. 
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IKARI WARRIORS 
• Encore 




This ageing com-op conversion has 
— no prizes — a two-player oplion, 
and rather good it is too. A vertically- 



scrolling shoot- em-up. Ikan Warnors allows you 
(and a companion) to blaze through various 
terrains, blasting enemy soldiers and vehicles. 
Tanks can be boarded tf found, and Ihese give 
much-needed additional firepower and proteclion 
— for as long as their limited supply of fuel will 
allow. 



MANIC MINER 

• Mastertronic 

You could call it the great-granddaddy 
of the platform genre, and that 
wouldn't be loo tar from the truth. 
Mathew Smith's eccentric classic is the first appear- 
ance of the legendary Miner Willy. As platform 
games go. it's crude-looking, badly presented and 
frustrating Yet, it's so addictive 1 Perhaps it's |ust 
nostalgia, but Manic Miner has that indefinable 
something' that so many recent (and even not so 
recent) games seem to lack 




ROBIN OF THE 
WOOD 
• Odin 

f^yZ Odin excelled themselve; 
w ^ ' * the rntd-eiyhiies, producing 

^ software con 

the classic Ultimate games. Robin oi tho Wood 
coukJ almost have been written by Hro 
olor»menttoned aoftwaffi Geniuses; essonnally. 



luring 




PARK PATROL 

• Reel Action 

^^f— i Despite Part Patrols age 
> \ 4 and simplicity, IfS 

^ J undeniably addictive II 
doesn't look too hot, the sound burbles 
away in a functional (if uninspmng) 
mannor But at the end of the day. when 
you pot things into perspective, it $ the 
playaDtiity (hat counts. Park Pd/ro'has 
this in bulk 




CONTINENTAL 

CIRCUS 
• Reel Action 

Reel Action One's storming racer is a 
conversion of the excellent — and loud 
— com-op An mto-the-screen racing 
game viewed from behind your car. Circus sets 
tight time limits for progression to subsequent 
tracks However, winning isn't iust a matter of 
beating the dock — unless you finish in a specified race position or better, it's game over 

Equally different is its well thought-out damage system Crash (or be crashed into) once, and your car 
begins to flame. Damage it again and It explodes, wasting valuable time Should <t be burning after one htt 
you've got a limited amount o' time to get to the pits, before it turns into a ball of flames — again, this 
wastes time. Circus isn't the best of its genre, but it's one of them 
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TROLLS 

Flair 



Okay, so its subjet 
- \ the best you'll find, but the 
■ J* programmers of T>otfs — in true 
console-times fashion — took an obscure 
licence and turned It Into a platform game. It's 
a jolly effort that isn't earth -shattering in any 
way shape or form, but Its payability and 
charm are undeniable 




BARBARIAN 
• Kixx 

f~TYZ\ pfe<,ecessof ~~ 001 surprisingly — 
& \ 4 to Barbanan 2. Barbarian is a one- 

^ ^ on-one beat-'em-up with a 
difference — the q 
From the Spinning 



irnhatanis tiuht with swoioS 



nh'' 



ARMALYTE 

• Kixx 




Despite being one of the most 
accomplished shoot* envups to hit 
the 64. Armalyte falls down in one 



vital area — its difficulty level. Sure, a challenge is 
always welcome. In fact, we prefer arcade games 
to* provoke a response, even if it is to throw the 
C64 across the room. 

But this - ? Strangely, it doesn't kill the playability as 
you'd expect it would Every time the Game Over 
message appears, the compulsion to have Just 



one more try' is irresistible — so perhaps the 
difficulty level is pitched right, after all 





THE COLOUR OF 

MAGIC 
• Piranha 

The Colour of Magic is the only 
adventure to be included in our top 
100 Text-based games tend to be 




NOBBY THE 
AARDVARK 

• Thalamus 

Platform games come and go. but few 
can otter a lasting challenge The 
Addams Family could be excellent, but 
it's roo difficult it anything. That's where the 
programmer of Nobby the Aardvark got things right 
— its a swine of a game Frustration reaches epic 
levels at umes, but its sheer class and well 
thought-out learning curve draw you back time 
after lime Ms also a particularly attractive piece of 
software the colourful well-defined sprites and 
backdrops please the eye without cluttenng the 
screen 




RICK DANGEROUS 2 
• Kixx 

The early laser disc games of the 
) mid-eighties — such as Dragon's 
> Lair and Chtt Hanger — required 
the player to memorise the position ot traps This 
way. in subsequent games, they'd get just that 
little bit further — and the temptation to try again, 
knowing what that final, latal point had in store 
for them would be irresistible Rick Dangerous 2 
doesn't utilise the aforementioned games' 
cartoon format, but its 2D platform action is very 
much a learning process It's frustrating, 
needlessly picky aboul deaths and the last 
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SKOOLDAZE 

• Microsphere 

^■m^ A game that s a school simulation — of 
^W^S sons — may not sound like hot Stuff 
M-fW However. Microsphere's classic 
miniature comoutensed school and its inhabitants 
are a deltght to behold Taking the hero — Enc — 
m hand there are many puzzles to solve lessons 
to attend (or skiver and characters or situatons to 
tnteract with its cross-section perspective and 
honzontally-scroHing map both combine to make 
SkookJaze an attractive (rf unastoundtngt looking 
game — the sound s awful though Above all, it's 
onginai — how many recent software releases can 
have mat said of them? 



— f two-player mode. The real difference 

L wth this simultaneous action is that one pfayer 
fakes control of the eponymous hero, the other one 
I ©' his two mam assailants. 

The one thing not m Bruce Lees favour is its 
s'ze ZZAP's high score pages were inundated 
with, claims from people who'd allegedly completed 
il over five times in a 'ow However, this is an 
**-- ' unusual aspect of the game that if you do 





complete it repeating the performance sn t as 
tedious as you'd expect. 

INDY HEAT 
• Storm 

Single screen racing games isuch as 
^Hfft the ageing Super Spnnf) tend to as a 
= < ™ rule, suffer from dodgy colUeJOn 
detection, bland graphics and poor testability Indy 
Heat doesn t suffer from any o* these faults and 
not surprisingly, is the leader of its held (or should 
that be track?). Viewed from a top-down 
perspective. Hear iac«s the difficulty leve 1 to keep it 
consistently compulsive, but with a few human 
players participating it's a tar imp*oved outing 




restart poml is often too far away to be fair. But 
Hick's so well constructed thai, although 
needless damage is indicted upon your 
surrounding furniture al tunes, you'll always be 
tuck lor more. 



PSYCHO PIGS UXB 
• US Gold 

f-" — Like Rodland, Psycho Pigs UXB is 
j 4 just above-average with a single 
t^N^ player, but in its two-player mode, 
it's brilliant. As a — no surprises — pig, there are 
screens after screens of bombs and other pigs 
These are your opponents; guess what you do 
with the bombs? Power-ups appear as the levels 
progress; these enhance the capabilities of your 
porker, until he becomes the bacon-fodder 
equivalent of a superhero. Psycho Pigs UXB\s 
also legendary for its rather risque advertising — 



long-time C64 magazine buyers will know what 
we're talking about... 

* * D * 



-/V 



CYBERNOID 2 

lewson 

The original CybGmoid was 
• M perhaps belief received on the 
J J Spectrum, whore it's sheer 
rainbows ol colour and stick presentation 
made It something above the norm The C64, 
being able to provide Ihese extras with ease, 
was where Cybemotdftad to rely on its 
payability alone Thankfully, it didn't 
disappoint. When its sequel arrived everyone 
noted that, in essence, it was merely more of 
the (admittedly excellent) same. That l s why 
Cybemoid 2 — being the better of the two — 
is ranked, whereas its predecessor isn't. 



GHOSTS 
AND GOBLINS 

• Encore 



N Ghosts and Goolms is one of the few 



V -J coin-op conversions that could be 
_/ I described as virtually arcade-perfect, 
li s a platform shoot-'em-up with hardly original 
gameplay. but what's there is of the highest 



impress these days, il it were to b* te-rotoasod 



vievved as much ol a muchness by non-fans; I 
mean endless prose doesn't sound as if ifd make 
a great afternoons entertainment right? 
Wrong The Colour of Mag*c »s adapted from the 
su[>erb Terry Pratchett book of the same name, 

A good adventure should essentially be an 
interactive story thai entertains. This effort by the now- 
defunct software house Piranha « a perfect example of 
nov. to produce one 



GREEN BERET 

• Imagine 

7m Thtsnorizontaiiy- scrolling arcade 
■ game, like Ghosts ana Goblins, is 
H about as dose to tts coin-op parent as 
a C64 owner could hope for Graphically excellent. 
Green Berets strongest point is its relentless 
platform action Armed with a particularly 
inadequate knife, there are four levels of enemy 
foot-soldiers, parachutists, gun-toting marksmen 
and the obligatory end-oMevel confrontations 
Limited supplies of power-ups — weapons such as 
flamethrowers or rocket launchers — can be 
collected at certain points, these are important, if 
not essential tor preserving the hero s limned 
supply of lives 



• Masterffronic 

Arrggh it s another cc«n-op 
conversion! Shwotx wasn't that 
impressive m the arcades, it didnt ice* 
too hot. and resembled the anoent Rasing Thunder -n 
more ways than one Change the graphics and 
well, you probably wouldn t find much m the way of 
differences 

The C64 vers»on. nowever. retains the piayabiiity 
and the graphics don't really mean a thing They're 
functional, and don I hinder the gameplay — not such 
a bad thing really In fact, many will find this a cunous 
addition to our top 100. but Shino&s one of the few 
games of its genre that plays consistently well That, 
above all. is what good games are about. Eight? 
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COMMANDO 

• Capcom/GO! 

«i uesp<te lacking its coin-op parent's 
two-player option. Btontc Commando 
st*M plays very weir The twist tnat 
elevates Btonic Commando above the usual 
platform fare is that the mam character has a 
bionic arm. This can be used to swing Jrom 
platform to platform, as well as knocking 
troublesome assailants off their feet. 
What really makes Commando special is its 
superlative Tim Folltn soundtrack Adding 
atmosphere to the proceedings, it shows how 
accomplished musical backing can improve a 
game no end 
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NEBULUS 

• Hewson 

Nebtilus is original. It's also a 
B noteworthy technical achievement. 

nnntrnlltnn a frnn Ihinn' — wh3l i< 



Controlling a frog thing' — what is 
that spnte? — there are several towers to climb. 
Doesn't sound too novet? Well the catch is that the 
towers rotate as you move, bringing new platforms 
into view and looking pretty impressive at the same 
time. Thts. without payability, would be a pretty 
effect belter suited to a PD release, but Nebulus is also an enjoyable game to play. It s one m the eye for 
Spectrum owners as well — their version coukJn't fit the special bonus level in a single load, so it was left out... 




LORDS OP CHAOS 

Blade Software 

S* 4f Julian Gollop — aulhoi ol Laser 
I • • t Squad — went for a traditional 
^ ^ ^ wizards and warriors scenario with 
his last C64 game. Lords of Chaos. Up to four 
players can participate in its various scenarios: 
failing thai, more-than-adequate computer 
opponents are there (o challenge. What makes 
Lords of Chaos so playable is its well thought- 
out user interface and clear, well-defined play 
area. It plays like a D&D style Laser Squad, and 
although it's brilliant in many respects, it can t 
match the sheer excellence of its 
aforementioned predecessor. For the arcade 



junkie, It's worth a look, just to see — but if 
you're a fan of strategy games, this is an 
essential purchase 



re.v 



f i 




MYTH 

• Kixx 

^■r ojpM After considerable pre-release hype 

oz 



and rave previews. Myth surprised 
many by being pretty much as eptc as 
ifd promised to be A mixture of arcade 
adventuring, platform action and perhaps a trace of 
beat- em-up gameplay, it combines its 
considerable graphical competence with thought- 
provoking ana fast-moving gameplay, 
Alas, all those impressive sprites and natty 
presentation do mean there s a multiload, and Myth's cassette incarnation suffers accordingly Its dtsk 
version, however compares favourably with the Amiga version tor consistent, flowing play. 



SIM CITY 

• Infogrammes 

/*~Z/~~£ Mams 1 city management game 
/ o q\ created a stir when released for 16-b 

& computers. De; crude 
appearance and awful sound, the scope rt ottered 
was tremendous — you could create buildings, 
roads, stadiums and olhfir things while trying to 



accrue money through 
)tt ■ led 



lay 

ids that 



. IF . 



cut-down version Games ol this genre don't 
work with multiloads. so certain features had to 
be left out Howover, wfut'a left is still absorbing; 
the making or breaking of your creations totally 

Instability to this already excellent concept. 



Th* C64 ret 



BUDOKAN 

• Electronic Arts 

The majority of beat- em-ups are 
frenetic, fast-moving and require 
instinctive play BuOokan is different 
in that it adopts a far more simulation- based 
approach to the theme, with genuine strategy and 
thojght being rhe only methods of reaching 
success in the long term. The thorn in its side is its 
muiiioad — painful on disk, its cassette version is 
virtiiaJly unpayable 





GAUNTLET 

• Kixx 




Despite rts Dugs and workman-ltke 
appearance. Gauntlet st'ii packs a 
punch — even more so In iwo-piayer 



moae V«ewed from above tne action s spread 
across Hterally hundreds of different levels. 
Monsters attack you *n your quest to find the exit 
point; fortunately, a generous allocation of energy 
and power-ups to collect almost guarantee long- 
lasting play To lop 1 all off. Gauntfefs multiload 
ooesnl really restrict play tn the slightest levels are 
ioaded tn bulk, and quickly at (hat. 



• Electric Dreams 




Games that utilise a first-person 
perspective aren't exactly thick on 
the ground (or the '64 — the 



amount of memory needed to make the graphics 
convincing is olten beyond our lave 8-bit's less- 
than generous allocation. Aliens uses this 
display method, and to great effect. Whereas 
your average movie tie-in lacks its subject 
matter's atmosphere, this is as tense (at times) 
and as action-packed as the genre gels. If 
there's anything thai could be cnlicised about 
Aliens, it's that it's far loo easy to end up walking 
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BATMAN: THE 
MOVIE 

• The Hit Squad 

/~^T\ Batman: The Movie follows the 
( tV J( traditional approach to movie tie-ins 
^ * » by incorporating 3 collection of 
ganestytes. bolted together with a multiload and 
justfted by being loosely connected 10 sections 
of he film's plot. However, as its genre goes, it's 
on* of the best — the platform sections are pure 
claw. However, there's a price to pay for each 
section's graphical and gameplay contont — yes. 
a rtiultHoad. Again, disk owners need lear not, 
but on cassette, the stop/start nature of the 
O/i'ieplay due to tape access does little to <ii<u 




ft flvi n l 
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FLIMBO'S QUEST 
• Kixx 

^ Get this ... yet another platform 

B game. However, if all games of 

^■^^^ this type were as polished as 
Flimbo's Quest, the world would be a better 
place Gorgeous parallax, sprites and 
backgrounds oozing with colour., hey. there's 
even an admirable dose of gameplay to 
match! FHmbo's. at the end of the day, is 
infuriating at times, but there's always the 
compulsion to have just one more go' — and 
isn't that the kind of reaction good software 
should inspire? 

rournd m circles — but if you're patient and make 

a rnap... 




DIZZY: PRINCE OF 
THE YOLKFOLK 
Codemasters 

Despite being the smallest of the eggs 
adventures (roughly 20-odd puzzles 
and 30-or-so screens in size). 
YolkfolKs easily the most well thought-out. Each 
object has an obvious use, with none of the 
situations being as obscure as his other 
adventures — there's a challenge, but none of the 
try it and hope' business that's proved to be the 
downfall of many arcade adventures To top oH 
the (budget, may we odd) excellence. YolktoIKi 




INTERNATIONAL 

3D TENNIS 
• GBH Gold 

International 3D Tennis is another 
simulation bul with a difference — 
■^^^ rather than adopting the traditional 
spnte-based approach to games of this type, the 
programmers used wireframe 3D. This is — 
supposedly — not the C64's strong suit, due to its 
lack of processor speed. Tennis proves that, with 
clever programming techniques, the supposedly 
impossible (or potentially ridiculous) can become a 
reality Its selection of views add a new dimension 
to the game; a plethora of moves and tactics - 
even styles of play — can be enacted, created 
game set and match 



MANIC MANSION 

• Activision 

This disk-only graphic adventure uses 
^S^m an unusual point-'n'-click user interface. 
■■^R^' Games of this kind are rarely found on 
the C64, they tend to work better on the 16-bits 
where their larger amounts of memory can cope 
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complemented by a well-written soundtrack — 
it you turn in down before the first hour of play 
has elapsed, you're a cold fish indeed. 



^lf* 



P 4 




NICK FALDO'S 
GOLF 

• Grandslam 

mm Golf sims became fashionable towards 
^^Mf the end of the eighties, with the famous 

" Leaderooard senes showing just how 
the 64 could produce a playable simulation of the 
sport Arriving years after the aforementioned 
game, Nrck Faldo's positively blows it oH the 
fairway, through the bunker and into somebody's 
pint of beer back at the clubhouse — it's that much 
of an improvement 

OUTRUN EUROPA 

• Kixx 

_ m After the success of the first two Outrun 
conversions, a third was created as an 
•^"^ original game. It's also by far the best of 
Ihe trilogy, from its superb Jereon Tel soundtrack 
to its fast moving gameplay. it's an example to all 
programmers on just how fast the 64 can move if 
treated correctly 

A healthy allocation of continues helps play to flow, 
but a multiload haunts the cassette version. . yet 
again Still, there's so much game to piay. that it's 
almost something you can ignore 



MICROPROSE 
SOCCER 

• Kixx 

[~^L/ — L Predecessor to the 16*btts' mighty 
L» , A \ Sensible Soccer, Mtcroprose 
^^sH^-^r Soccer was by tar the best C64 
soccer game available until the recent amval of 
Grandslam's Liverpool Now m second place, 
it's still an excellent footy game, its banana 
shots and varying weather conditions 
nspiraUon for many soccer 4imt that followed 
ta «.f I'.iin.H release. Uke most games supporting 
he nation, it's mora eniovable when played 



m opponent, but the computer's 



with the amount of graphical data needed. 
Manic Mansion proves that a C64 can to a 
certain extent cope with them, but only with a 
disk drive attached. Bearing in mind it was 
estimated that roughly a mere fifteen percent 
of C64 owners have a disk drive, it's no 
wonder this genre hasn't been exploited more 
frequently — a profits got to be made on Ihe 
games, after all... 
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A GREAT NEW PRODUCT... 

A new company called OOUS have just released THE 

BEST software collection (PD) available for the 
COMMODORE 64. The collection is available on TAPE 
and DISC. The collection is called ECLIPSE. 

WHY IS IT SO BRILLIANT? 

There are many things about ECLIPSE that make it a 
BRILLIANT collection. First of all, this collection is SO 
BIG, it takes up BOTH SIDES of TWO TAPES or TWO 
DISCS. Another thing that makes it so BRILLIANT is 

that you get a handy INSTRUCTION MANUAL that 
gives you loading tips and instructions on how to get 
started with everything in the collection. There are 
many kinds of software in ECLIPSE, and we feel there 
is something to be enjoyed by everyone. 

WHAT'S IN THE COLLECTION? 

This is what you get in the ECLIPSE collection... 

20 GAMES 
2 DEMO-MAKERS 
A WORD PROCESSOR 
A SCREEN COLUMN DOUBLER 
A GRAPHICS EDITOR 
A CHARACTER COLLECTION 
A MUSIC EDITOR 
2 SPRITE EDITORS 
A SOUND DIGITISER 
A FONT EDITOR 
AND A LETTER WRITER 
Now you know why it's SO BIG and SO BRILLIANT! 

OK! HOW MUCH DOES IT 



Here is the VERY LOW price... 
TAPE or DISC - £9 



That price includes EVERYTHING, it even includes 
FIRST-CLASS DELIVERY to your home, it doesent 
matter where you live! 



The price may only stay at £9 for a 
limited amount of time so please order now. 



ECLIPSE is an IDEAL CHRISTMAS PRESENT! You 
MUST buy your ECLIPSE from ODUS because it is not 
available in any shops. You can pay for your ECLIPSE 
by sending a CHEQUE or POSTAL ORDER for only £9 
made payable to ODUS. If you would like to pay by 
CREDIT CARD we are very sorry but we can't accept 
them, BUT, don't miss-out because of your credit card, 
because if you do, your card is nt really a flexible 
FRIEND is it? (Please pay by CHEQUE or POSTAL 
ORDER, it is just as easy). 

HOW TO BUY ECLIPSE... 

If you decide to buy ECLIPSE like many other sensible 
people, all you have to do is write your NAME and 
ADDRESS clearly on a piece of paper and also write 
TAPE or DISC. When you have done that, all you have 
to do is put your NAME and ADDRESS, and your 
CHEQUE or POSTAL ORDER Into an envelope and 
send it to ODUS at this address... 

71 HELMSLEY. WILLERBY ROAD, HULL, HU5 5ED 



C64 TAPE LOADING PROBLEMS? 

Have you ever purchased a game only to find It worVt load! The most 
common reason (or loading difficulties ts caused by the tape head being out 
of alignment. 

The AZIMUTH TAPE HEAD ALIGNMENT KIT, enables you to re-align your 
tape head simply and quickly. No technical skills are required. Step by step 
picture guide* Test and realignment may be carried out in minutes! 
The Kit contains - AZIMUTH TAPE ALIGNMENT CASSETTE, SPECIAL 
AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS, 
Alignment Kits also available for Amstrad CPC 464, and Spectrum +2/+2A 
Computers. Please state which computer when ordering! 




Price: C9.99 inc. Postage & packing and VAT 

AH orders sent by return. Cheque/Visa/Access 

TRADING POST, Victoria Road, 
Shlfnal, Shropshire, TF11 8AF 
Tel/Fax: (0952) 462135 
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MICRODRIVE **£14.99** 

Commodore 84 mlcrodrive *y*lem, iup«rb value add on aloraye 
device specially made for the C84. (tlvei you access to your 
programs and data. AO times faster than cassette* 3 times faster 
than disc! Emtra cartridges * £3.00 each. Functions include formal, 
load* verify, directory etc. Supplied complete with lead, software, 
instruction manual and one data cartridge 

COMMODORE 64 COMPUTER 

**£42.99** 

Commodore 64 homr computer eicallent low cost computer for all 
your business, household and leisure computerised activities. Full 
'ilk memory, lota of colour* ■ i fl sound, musical and other effects 
are possible. You can even lenrn to program in BASIC with this 
neat little number!! Package Includes CfM and PSU 

C64 DATA RECORDER ****£14.99**** 

BARGAIN - offer only available if ordered with above computer 



Telephone orders 0273 203600 
Access/Vlsa/Swltch/Cheque/PO 
Please send £3.00 PAP 
Established 40 years 



BULL ELECTRICAL 
2S0 Portland Road 
Hove, East Sussex 
BN3 5QT 



SPEEDBALL 

• Imageworks 

m*4% T^s futuristic variation on the 

Rugby'Amencan Football theme is a 
firm favounte ot many — including us. 
How many times white playing a sports sim have 
you had the urge to simply knock your opponents 
to the ground? Behaviour such as this is positively 
encouraged in Speedball Its compact pilch size (a 
far cry from the Amiga version's acres) helps play 
flow; the lop-down view and last -scrolling pitch 
keep the acton quick and clear 
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DARK SIDE 
• Incentive 

This, the second of Incentive's 
revolutionary Freescape games is — m 
our opinion — by far the best. Its solid 
3D graphics aren t quite as fast as the games that 
followed it, but the puzzles and landscapes are fat 
superior. Few games can profess to offer a virtual 
work); Dark Side pretty much does that (albeit 
slowly). 




APB 

• The Hit Squad 

MThis conversion of the popular can-op 
1 isn't as flaw-free as you could hope tor 
— it's a little on the buggy side, and 
shoddy m appearance — but the playabihty that 
made the onginal so compulsive is just as much a 
pan of the C64 version as it is any other Viewed 
Irotm above, you take the role of Officer Bob in his 
never-ending quest to stamp out Crime. Driving 
around the city, there's a quota of criminals to 
calch m a day; should time run out before these 
are captured. Bob is given Demerits. Too many of 
these, and he's tired — game over. 




KIKSTART 2 
• Mastertronic 

/ — I X Budget games, eh? The sad truth 
y M of the matter is thai the majority 
^mJmf of them don't make the grade — 
cheap is cheap, but drivel is sW/dnvel, no 
matter what the price. 

Every now and then, though, a game arrives 
for a token cost that can truly be descnbed as 
a classic — Kikstart 2 is one such game. 
Played over several tracks, It's a horizontally* 
scrolling biking affair with ramps and 
obstacles to jump and negotiate in their 
hundreds. Even better is its split-screen two- 
player option — one of the best we've ever 
seen. To top it Mil. there's a (sadly 
discontinued) upgraded C 128 version with 
over three times the amount of track* 
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PROJECT 
STEALTH 
FIGHTER 

• Kixx 

Previously released by 
4 Microprose, this is the cream of 
^ flight Wmutatloos Tremendous 
attention to detail and admirable 

lotion comb<ne to make Steafth 
a game to remember. Only its 
e version cou'tf be cntiusod — lor il* 



TURRICAN 

• Kixx 

JM£% The first of the two legendary Turncan 
AW games, this first outing has some of 

the most stunning graphics you'll ever 
see on an 8-b>t. It also sounds and plays 
particularly well; rarely are the platform and snoot- 
'em-up genres combined to such great effect. 
Scrolling in eight directions (and quickly at that) 
Turncan shows iust what a C64 is really capable of 
— up-and-coming programmers take note... 
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STAR PAWS 
• Alternative 

— _ Created by Mathew Smilh — he of 
(CT^S Manic Miner and Jet Set Willy lame 

— Star Paws is the game that US 
Gold's conversion ol the Road Runner cartoons 
should have been. Using all manner of high-tech 
equipment to catch birds on a moon surface may 
sound surreal, but it makes for lop-class enter- 
tainment. The addition of sub-games only makes 
Paws better — It's a fun-packed outing that even 
manages to be genuinely amusing at times 



MIDNIGHT 
RESISTANCE 

• The Hit Squad 

Mm mm This superb conversion of Data East s 
mMml t'icky com -op is both polished and 

™ ™ graphically outstanding. With several 
levels to gel through, impressive power-ups aplenty 
and many an assailant lo shoot them with. Midnight 
Resistance has the kind of payability that grabs you 
and wont let go. It s over-picky with its collision 
detection at times, but that's a small grumble to 
level at an otherwise excelleni game. 




m me cage 

jm*% Isometric^D 
£fli^% games on the C64 
almost always lack 
one essential ingredient — 
speed. Fairtight is no exception 
to this rule, but its puzzles and 
gameplay are of such a high 
standard, it's easy to ignore this ' 
otten-tatal flaw. 
Graphically. Fairlights brilliant. 
The sheer detail pul into its 
rooms and furniture is admirable i 




NIGMA FORCE 

• Beyond 

The sequel to Shadowfire, Enigma 
(j y A Force didn't have the impact of its 
■ predecessor, but it's still a more- 
lhan-worthy addition to anyone's software 
collection. The thtng that makes Enigma Force 
stand out from the crowd is that tt can be played 
as an icon-dnven adventure or an arcade game. 
The top half of the screen display is a real-iime 



— way. so us noi mat coiounui. 
but splashing veritable rainbows 
everywhere doesn'l necessanly 
make a game look good — 
Rainbow (stands being an 
obvious exception, of course 



monitor, where your characters (and the 
game's other figures) move around and — 
more often than not — participate in gun 
battles. The bottom section is made up of 
various icons. However, clicking on a particular 
option gives 'hands on' control of one ot your 
tour team members, allowing you to play the 
game as an arcade adventure. In essence, 
buying Enigma Force is like buying two games 
lor the prico ot on© — both ol them being ot a 
vary high Dtandard. 



LOTUS ESPRIT 
TURBO CHALLENGE 
• GBH Gold 

0^mm One ot the most playable racing 
f games ever, Lotus is at its best with 
two human competitors, where its 
split-screen racing can be enjoyed to the full In 
terms ot payability, it compares well with its near- 
legendary Amiga counterpart — and it shifts a bit, 
too It's by no means shoddy with a single player 
— with three difficulty levels, a plethora of tracks 
and world records to beat. Lotus is simply World 
Championship matenal 




SUPREMACY 
• Virgin 

j — r— i Probe's God/strategy game 
(* \ I combines terrific visuals, haunting 
^^J^-J Jereon Tel music and mind-bending 
amounts of options. Conquering the galaxy t& as 
difficult as It sounds in Supremacy — imagine 
trying to manage thirty-odd planets, regulating their 
armies, lood supplies, mining „ you get our drift? 
Us difficulty curve is pitched well so the eastty 
confused are eased into the action, while different 
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CREATURES 
• Kixx 




Nintendo have Mario. Sega 
have Sonic the Hedgehog and 
the C64 has. . Puzzles! Clyde 



Radclitle became a star overnight 
subsequent to his starring role in Creatures 
Platform games usually manage to be 
playable without being astounding, out 



THE LAST NINJA 2 

• The Hit Squad 

— ^ System 3's eponymous Nmja 
^m^M received much critical acclaim tor 
*^P/^ his three games; all utilising an 
isometnc viewpoint, they mix arcade adventuring 
with a trace ol beat-'em-up action Ot these, we 
feel The Last Ntya 2 otter* the most, with the best 
puzzles, graphics and piayabiiity. it's needlessly 
difficult at limes, but at least it otters a lasting 
challenge . 



Creatures took the genre one step further 
with the concept of 'torture screens' In 
these, Clyde has a limited amount of time to 
rescue a captured Fuzzy from a bloody 
death at the hands ot a nasty demon. In fact 
these sub-sections proved to be so popular 
that this game's sequel — Creatures 2, 
surprisingly enough — is based around 
them. 

Oh. the normal platform sections are 
pretty hot too... 
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BUBBLE BOBBLE 

• The Hit Squad 

The first m the Rainbow Islands 
trilogy (the third. Parasol Stars, 
never made it onto the C64) sees 
Bub n Bob (tor they are the heroes) as bubble- 
belching dragons, deanng screen after screen of 
hornble nasties Its two-player opt*on is as much o' 
a bonus as a» such options are. and it s cheerful 
and cute to extremes. 



MONTY ON THE 



• Gremlin 




Ahh, the stars ot yesteryear. 
Monty Mole was an unlikely 
hero; his first adventure. 
Wanted: Monty Mole told a tale ot a poor mole 
who. in his efforts to keep warm, pinched a 
bucket of coal. Monty on the Run continues his 
story while he's on the the run from the police. 
Plot aside, Monty on the Run is a platform 
extravaganza of the finest quality It move, 
plays and sounds well — at the end of the day. 
what more could you ask tor? 
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WAY OF THE 
EXPLODING FIST 

• Melbourne House 

Fist was, in plain terms, the first truly 
JX * • i decent beat-'em-up to be released 
^-^-^ for the C64. Admittedly, rt'8 been 
surpassed by a lew games since — IK* being the 
main example — but it's still one of the most 
playable oftenngs (especially in two-player mode) 
this side of there. The action is stnctly one-one 
one. with roughly fourteen moves available to each 
player. Sadly, as it was released aeons ago bach in 
19B5. you're unlikely to find It — but it you do. don't 
hesitate to purchase... 
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Ji I • Ocean 

jfS'Vy^ I 00630 5 last C64 release is 

' I* 5? - » undoubtedly one of their finest 

r Having all played the Amiga version. 

j<f( jjl * we couldn't see how Ralf and Lee's nocturnal 

mmvff^^^^tAi^wi^l^vmm antics could be accurately convened to the C64. 

I •-"V-rw: t'l.'f i **. ^* * How we eat our word6l S/eepwa/fcer is a technical 

I . »^ fjj #3 achievement and a darn fine game to boot. 

|^ ' " ' ' Guiding your sleepwalking master through different 

terrains is a joy; perhaps the game would have benefited from a password system, but we suppose it all 
adds to the lasting challenge. 



THE GREAT 
ESCAPE 

• The Hit Squad 

Originally create<n>y the Denton 
Designs programming team, this 
Spectrum classic was merely ported 
across to the C64. Whereas this can usually 
signal the death of a game, The Great Escape 
is such a strong concept in so many respects, 
thai it's just as playable as it ever was. If the 
prisoner-of-war theme appeals to you, you'll not 
find a game to match Escape's excellence in 
this field. 




GHOULS 
GHOSTS 



• Kixx 

Software Creations' conversion of 
rX * o J m,s Ghosts and Goblins sequel is 
^^■^^ the exception to the rule that fol- 
low-ups rarely match their predecessor's achieve- 
ments. Both absorbing and well presented, 
Ghouls TV" Ghosts doesn't differ much from 
Goblins, but plays — amazingly — considerably 
better. There's also a fantastic Tim Follin sound- 
traick — it's this musical accompaniment that real- 
ly llitts the action off the ground. 



BARBARIAN 2 
• Reel Action 

The original Barbarian was a one- 
on-one combat affair, not dissimilar 
to Way of the Exploding Fist. Its 
sequel lakes the combat of its predecessor and 
combines it with an exceedingly good-lookmg 
tand playable) arcade adventure, spread across 
four different levflls. 

Oh. just in case you misled it. Barbanan 2 was 
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sue. get a back 



LIVERPOOL 

• Grandslam 



Football games come and go. but 
■ there's none so hot as Liverpool. 
^^^^ Grandslam's recent addition to the 
world of C64 soccer was last issue's Rave Review 
and rightly so. It's fast, well constructed and its 
iwo-player mode is arguably the best ever in an 
arcade game. Otfenng far more moves and tactics 
than any other 8-bit soccer game. Liverpool wins 
the C64 Premier League hands down. 



SLICKS 

• Code Masters 

Slicks is, without a doubt, the most 
playable lop-down racing game 
we've played — it even puts the 
legendary Micro Machines to shame. The 
challenge it presents — especially as a budget 
game — is admirable. There's even a two-player 
mode, where a couple of human opponents 
participate in a duel, with tho first to bo scrolled 
ott-scroen tho looor. A software collection without 
■-v.. x. is lihA a tunu fish sandwich without enough 
onion and mayo — to get II 



GUNSHIP (DISK 
VERSION) 

• Kixx XL 




On cassette, Gunshtp is a tired and 
limited simulation — descnbrng it as 
a cut-down version would be an 



understatement On disk, however, its one of the 
best simulations ever, with many missions, options 
arnd brilliant presentation. It would have made an 
ev/en better cartridge game, but hey — you can t 
have everything, can you? 




TRACKSUIT MANAGER 
• Hi -Tech 

Despite the huge amounts of football 
management games released tor the 
C64. only Tracksuit Manager, being 
the best the genre's offered so far is good enough 
to get into our Top 100 Rather than dealing with 
management at a club level, it places the would-be 
boss as the manager of any international club you 
care to mention. Should you choose England, 
there's literally hundreds of players with differing 
abilities to choose from. 

Tracksuit Manager's a comprehensive and well- 
presented effort that puis its rivals to shame. 
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THE SENTINAL 

• Firebird 

Hatled by many as the most 
innovative game ever'. The Senfinal 
is a curious mixture of board game- 
style? gameplay and Freescape-type graphics 
These aren't too speedy, but moving around the 
hundreds ot landscapes, avoiding the deadly gaze 
ot ttve eponymous Sentinal ts tricky and 
comipulsive. A handy password system also helps 
matters: without this, The Senltnal would soon 
become tiresome. 
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THE 

UNTOUCHABLES 

• The Hit Squad 

' whlc ^ ls wactly what ihts film 
' conversion does. A mixture of 

r -J plaHorn )p lVc>ff»style sub-levels 

guarantees varied play, but the spit and polish ot 
The Untouctiables' several levels is of a kind not 
usually tound on an 6 bit Sure, it's got an anrwymg 
mult**o*0, but with paiMtnca (or preferably a disk 




CREATURES 2 
• Thalamus 

0%&% We've already mentioned Creatures 
^^^L* and how its torture screens were 

Widely- regarded as its best aspect In 
Creatures 2. these violeni levels are not so much 
sub*sectK>ns. more a way ot life 
In essence Creatures 2 is the best-looking and 
best*presented C64 game ever It even sounds 
astounding: every screen has its own soundtrack, 
and the front end ot the game is an achievement in 
itself There's two flaws though — its difficulty level 
and 'ts muttiioad The tatter is particularly 
excessive *n its length and ts directly related to the 
former — loose at) your lives on one of Creatures 
2s tricky levels, and Jfs back to the tape 
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NAVY SEALS 

• Ocean 

Hero's proof that a flim licence Isn't 
always the promising money-maker 
that it could be. The film that Navy 
Seals is based upon did lembly at the box office 
— It was in and out of Britain in a blink ot an eye, 
and suffered similarly m America. Even a ca&T 
Including the teenage gins' favourite. Charlie 
Sheen, couldn't get the Mm oft the ground. 
Without the weight ot the movie lo bock it up. 
Navv Sat/a relies on us strength .u ■ gam«. 
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TETRIS 

• Mastertronic 

One of the most simplistic yet 
infunalmgly addictive concepts ever. 
Tetns has been released on numerous 
formats — from the Gameboy to the SNES (at £60 
may we add) and, of course, the C64 
It you haven't heard of Terns, you've obvvously not 
been a computer owner for very long Let's just say 
it involves manipulating different shapes into 
certain positions. 

Sounds tedious 9 You haven I lived 
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STUNT CAR RACER 
• Kixx 

Raong games usually lack 
^11 imagination Yeah, they may be pretty 
accurate, and they may be fun, but 
has any real imagination been incorporated into the 
genre' Basically: yes In Sfunf Car Racer 
It anyone tells you vector graphics aren't the C64 s 
strong suit, show them Racer. It's highly-dangerous 
rollercoaster tracks are the setting for the race of a 
lifetime, between a player and a computer 
opponent. Falling oft the sides results in a hefty 
crash — loo many of these, and your car is 
scrapped. 




BUGGY BOY 

• Encore 

Racing games viewed from behind 
don't tend to tare welt on the C64 
There's a fair few of them, but only a 

token handful really make the grade tor ihe finish 

Ime for that matter) 

Buggy Boy though, rs a real challenge and 
attractive with it Its mere four courses couft? 
become a little samey after a while, but when that 
happens, Satan will dnve to work tn a snowpiow 




accessing, folks. Strangely, it plays better with Its 
cfiea! mode engaged — don t expect to breeze 
through, though, as ifs stiU difficult. 



• The Hit Squad 

WKing of the horizontally- scrolling 
shoot-'em-ups, Salamander has it all 
Graphics, sound, payability — it's 
hard to imagine a better blaster. As a conversion 
(which it is, by the way) it's also excellent — if 
only they all could be like this. . . 
Power-ups in Salamander operate in a similar 
manner to its arcade predecessor. Nemesis 
Like that atorementioned classic, there's a 
phenomenal amount ot add-ons — isn't that 
what shoot-'em-ups are about? 



EXILE 

• Audiogenic 

Wlncludinginertia. artificial intelligence 
I and other such extras into an arcade 
adventure doesn't sound possible 
when you consider tne C6J only has. as its name 
suggests, roughly 64k to p*ay with. Audiogenic 
managed rt wrth Exile an altogether classic 
example ot the genre. 

Puzzles and problems are one of Exiles strong 
points — unlike many other games of its type, 
these are logical — but not so much as to be 
solved with ease, it's also graphically competent 
and play Hows exceedingly well. 
Hey. we like ■ 
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BOULDERDASH 

• First Star 

L i_ i This original of the many dlamond- 

\7 i snatching outings is. we feel, the 
l J» best. Starring Rocklord — hero of 
ZZAPi's borders too. remember — Boulder 
Dash contains countless levels with an equally 
large number of diamonds to collect and 
hazards to avoid. Its mixture of both arcade and 
puzzle action is of breed rarely seen in these 
supposedly sophisticated days — but it's still as 
Payable as it ever was. 




GET GOING 1 
HITS 0**0 
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WIZBALL 
• Ocean 

t W 1 Sensible Software's highly-onginal 

L j shoot-'em-up is easily one of the 
**>^ most highly- acclaimed C64 games 
ever. Trying to describe it in the short space 
available |ust wouldn't do it justice, so we won't 
bother — suffice to say. it's natl-bitmgly addictive. 
One point worth mentioning is its unique power- 
up system Most games require you to make a 
frantic stall at the keyboard to select a special 
weapon. Not so in Wi/oaii — a quick waggle of 
fh« joystick In opposite directions activates th« 
required extra, disposing of The neod for awkward 
keyboard operation 




IK + 



PLATOON 

• Ocean 




m jr As movte conversions -esnone 
m^m so ridiculous as Platoon. A dim friars 
oasedon (and sets out So condemn i 
the noror of war — m mis case, the Vretnam 
conflict be*>g the sub/ect matter — *n t exactly 
fodde' bf a good taste tie-in However Platoon is 
such a strong game, you can easily ignore the 
dubious licence A multi-level murtu/e of several 
vaned gamestytes M s easily the most aosorbmg of 
this genre — and wefl worth every penny. shouW 
you buy it 

HEAVY METAL 



• Rack-it 



MWe had a choice between mciudmg 
the ongmal Paradroid or this budget 
remix In the end. we came to the 
conclusion that Heavy Metal Paraaro>d is an 
improvement over its first incarnation, so we 
featured it instead 

Paradroid sees you oegm as a lowfy robot 
However, bv battling with other d'Oids in a unique 
sub-game, you can steal their add-ons to replace 
your own There's level after 'evei ol droids to 
dispatch of (once you ve got a decent weapon, it's 
easier), with your robot eventually becoming one 
mean piece of equipment Its the mixture of 
strategy and blasting that makes Paradroid 
something special. 



• The Hit Squad 

r— r-i The original International Karate and 
| (1 I Way of the Exploding Fist are beat-'em- 
UJU ups played on a single screen, with two 
competitors. Both have enjoyable two-player 
modes and challenging computer-controlled 
opponents. 

IK+ lakes this style of fighting game one step 
further by adding a third character. Its free-for-all 
combat has a certain etige lacking in its 
contemporaries; fun with one player, it's even 
better with two whom you can gang up on the 
computer-controllod fightor and give the swine a 
kicking Finhtmq isn't all that IK* has to offer — a 
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FIRST SAMURAI 

• Ubi Soft 



9 Creatur&s J may be me DesMookmg C64 
game avattafcfe. but First Samurai is a close 
second Coiouriui. dearly detwed graph** 
such as Sajrumfs are a ranty indeed — it even 
moves weHt 

Beneath this cosmetic excellence thoie s one hell at 
a game An arcade adventure with beat- em- 
up platform overtones •» plays as weH as it looks Its 
name is supposed to be lor so we've heard) a pun at 
the expense of The Last Ninja — it's also 
programmed bv the same team Crap gag aside, this 
is one of the most absoromg games we've played 

TURRICAN 2 

• Kixx 

7Sequsl to the awe-lnspinng Tutncan, tlw 
imaginatively- named Tumcan Stakes 
what its predecessor set out to do (and 
achieved! one step lurther. With graphics that 
wouldn't look out o* place M a t6-bit game, it's a 
plattorm shoot-'em-up of the highest standaid It's 
also large — its many levels are a tan size, but 
there's a lot of them too Its muliiload may become 
tiresome for cassette useis. but when a 
piogtammer has crammed as much detail into a 
game as Manfned Trenz has with Tuincan2 t the 
delays are worthwhile 



RAINBOW ISLANDS 
• The Hit Squad 

SAs straight arcade games go. there's none 
so addictive or cheerful as Rainbow 
Islands. Using the rainbows of the game's 
title to negotiate platforms and destroy nasties in 
its vertically-scrolling levels is both novel and fun 



THE BARDS TALE 

• Ariolasoft 

The Bards Tale is. without a doubt, the 
best RPG the C64 has ever known 
■"iaW wuh its fust-person perspective, 
guiding your party of adventurers through streets, 
dungeons and other such areas is quick and easy 
— but it's the size and depth of Tale that makes it 
so special. Your team increase their strength and 
abilities as the game progresses — so many RPGs 
allocate hollow characters to weary fans of the 
genre 

The Bards Tale is worth a look from anyone, be 
they shoot- em-up or text adventure fans. If you've 
been awestruck by Legends of Valour on the 
Amiga, this is the C64 equivalent. 




SHADOWFIRE 
• Beyond 

■■^■k Predecessor to Enigma Force. Shadowlne is an icon-driven adventure that was way ahead of 
■ its time when it was released back in 1985. No other strategy game could rival it — still to this 

day. it can't fail to impress. 
With six team members to control and a vanety of situations to guide them through, Shadowtire has 
considerable depth and plays exceedingly well. It's a little too easy to compete once you've got the hang ol 
it. but with an entire space station to explore, there's more to do than just win'.. 
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fresM- Graphically, li s astounding II may only 
have one background, but this single setting is 
crammed detail — water nppiing in the 
oachyiound, spkJers spinning their webs, it's 
bnlltonl 



• Reel Action 

^ This isometric combination of 

1 [ I j 9 amesl y |es ,s one of lne mosI h| Qhly 
rated games ever. Sconng an 

impressive 98% in its Z2AP! review, it's a game 

ol skill, careful thought and., frustration! It's by 

no means easy — but that's not such a bad 

ihing. H doesn't look or sound too hot — its 

graphics do give an tndtcation of its age — but 

Spmdazys payability is considerable 



THE BLUES BROTHERS 
• Reel Action 



8 Converting a cull movie like The Blues 
Brothers to any computer format is a tricky 
task indeed How can you recreate the 
humour? The visuals 7 The plot" 1 
Wht»n Titus ithe game's publishers) obtained the 
rights lo produce a Blues Brothers game, they 
crealed a platform game with very imie in common 
with the film However, as platform games go. it's 
one of the best ever. It even has an enjoyable two- 
piayer mode — few platform games offer this 
option it looks, sounds and plays well. 
To conclude: we love it 

MERCENARY 

• Novagen 

6 What is virtual fealtty 7 Is ■! wearing a 
| blocky headset and wobbling around like 
a person possessed 9 Or is \\ wnere a 
computer-generated world or area is yours to 
explore 0 Does a first-person perspective game 
with objects displayed m wireframe 3D quality as a 
virtual reality experience? If so Mercenary's 
simulated world and its many roads buildings and 
underground complexes is iust that. If s unusual, as 
games of its genre go, In that there's more than 
one way to complete it — manage it once, and 
there's other methods or directions to go in. 



— as arcade conversions go. you couldn't hope 
for iTiore. Power-ups are available to aid 
progress — why create one rainbow when you 
can make three? 

All Rainbow Islands lacks is the two-player 
option of its arcade counterpart. With that, it 
would be a serious contender for the number 
one spot If s stilt fantastic though, and now on 
budget it's a steal. 



ELITE 

• Firebird 



4 This space trading game uses wireframe 
3D to simulate space ships, space 
stations* planets, among other things 
This first-person perspecttve is used amazingly well 
during Elite s many combat sequences You see. 
Elite doesn't just include one planet or solar system 
— there are literally thousands, individually named. 
As a trader, pirate or bounty hunter — whatever 
you choose to be during play — you can explore 
these, trade anything from gems to slaves, buy 
superior equipment for your ship... 
It's EMe's non-Unier nature that makes it something 
to wnte home about. Its combat sequences are 
great, although controlling your craft through space 
rs initially tncky, movement soon becomes 
instinctive. Also, a save game option means that 
individual achievements can literally go on forever 
Despite Us age (and origin — it's a conversion of a 
class* BBC Micro game!) Elite's as deep as they 
come. 
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F HANKIE GOES TO 

HOLLYWOOD 
• Ocean 

ISo here il is . Ihe COMMODORE FORCE 
number one game It's an unusual choice 
— we doubt many ot our younger readers 
will have" heard of it — but Frankie is excellent in 
places that most games don't 'iave places Like 
The Blues Brothers, it's a strange licence — how 
could you convert a band mio a computer game, 
for gods sake? Well basically, you can'f But 
Denton Designs — Frankie s programmers — had 
a damn good stab at it. and came up with (he mosl 
enjoyable, strange and challenging arcade 
adventure we've ever seen. Complementing the 
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HEAD OVER HEELS 

• The Hit Squad 

3lsometnc 3D games have come and 
gone, but there's none so brilliant as 
Ocean's Head over Heels One tan was 
so impressed by ft, he converted It to the Amiga as 
a one man (commissioned) labour ot love — such 
is the pcaer of this game. 
Controlling two initially separated characters — 
Head and Heels — your first ob|ective *s to get the 
twosome together Once they're reunited, you can 
join ihem together and use their combined abilities 
to great effect, while trying to engineer the downfall 
ot the BlacKtooth empire. Trying to explain how 
good Head over Heels is m a small space could 
never do it justice — it's a classic. So. basically, 
we're not going to bother. 



LASER SQUAD 

• Blade Software 

Strategy games don't appeal to 
J everyone. However, it's hard to see how 

* I Laser Squad couldn't — it's so well 
programmed and presented there's little about il 
that could be criticised II you like the idea ol 
assassination attempts, frenetic gun battles and 
lots of explosions. Laser Squads the game (or you 
With several skill levels lor each ot its live 
missions, playing againsf the computer is certainly 
a lasting challenge However, it's against another 
human competitor that Laser Squad really excels 
its unique line of sight feature means thai, rl 
someone s behind a wall, you can't see Ihum This 
makes tor highly entertaining baffles — wher© did 
(hat heavily-armed baffle droid go? Are you aboul 
to be ambushed? I* that a grenade in the bushe* 7 
Laser Squad is the benchmark with which uti 
similar gamon Mtv judged 



mam body of the action are a collection of playable 
arcade sub-games — Ihese are accessed at 
different points of the game 
The only problem that we can see with Frankie. is 
that it's not available any more. You might pick it 
up on a markel stall somewhere. 
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So, that's our Top 1 00. Remember, it's all a matter off 
personal taste — some people prefer certain genres, and 
rate them higher than others. At the end off the day, it's 
difficult to compare one style of game to another. For 
example. The Bard's Tale differs from Salamander in almost 
every way. How could those two be compared? Well, we've 
tried to be fair and — basically — we've said what we think. 
Feel tree to write to Lloyd to voice your opinions on our 
preferences — in a future issue, we'll be compiling a 
readers' all-time fave games chart, so your words off wisdom 
(or otherwise) won't be ignored... 
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Follow us, through the 
dangerous corridors of 
the Impact offices, down 
beneath the crowded 
Commodore Force office, 
to the partially-lit 
quarters of Professor 
Brian Strain! It's time 
once more for the 
technical genius to 
answer your cries for 
help, and also to pass 01 
some of the pearls of 
wisdom sent in by 
readers themselves... 



ALL YOUR 
i TECHIE 

mwrnm* Itt ia PROBLEMS 

SOLVED! 

LET THE PRINTER TAKE 
THE STRAIN 



on 



Dear Professor, 

I purchased a second-hand printer, model 1526 
lor my C64 a few months ago. I've tried everything 
to get it to work. I've even written to Commodore 
asking for thetr help I'm sure there must be a way 
to get it to print. So please, please help me so I can 
finally gel to use it 

Daniel Kerswill, Grove, Wantage. 

• There are a lot of polite people saying please, 
aren't there? Here's some official Commodore 
information on the 1526: 

The Vic 1526 prints bidirectionally. This gives a 
faster speed ol operation. It has a cartridge 
ribbon and accepts paper up to 10 inches wide. 
The 1 526 plugs directly to your Commodore 64 



— no special interface is required.' 

If you're still confused and want to use the 

printer with commercial programs, look tor the 

following options: 

1526 

MPS 802 

Commodore 

Serial 

Device 4 

Work through that list from top to bottom. You 
might also like to try this: 

1 ) Enfer some text in a BASIC program. Do this 
by typing a line number, then a space, then 
what you want to say. You can use any 
characters. 

2) Type POKE22. 35 



DIRECTORY ENQUIRIES 



Dear Brian, 

I have a problem with a disk arranging 
program I'm making. It's almost finished, but I 
have some trouble wtth the program when it 
tnes to read the directory. Can you use the GET 
function to read the directory from within a 
BASIC program'? If so, how? 

Also, is there a better manual for the 3D 
Construction Kit than the one that comes with 
it? 

Stefan Hogdahl, Jakobstad, 
Finland. 

• It's great to hear from our overseas 
readers, but this time I can only offer halt a 
solution. You can read the directory from 
within a program using GET, but this 
method Is too difficult to use to re-arrange e 
directory. What I can give you is a program 
to list the directory within a program, as you 
would set It when you load and list It; 



10 PRINT CHRS (147); 
20 OPEN 1 . 8. 0 "SO- 
SO GET#1.A$.BS 
40 GET#1,AS. BS 
50 GET#1,AS.BS 
60 C=0 

70 IFASo-THEN C=ASC (AS) 

80 IFBSo""THEN C=C+ ASC (B$)'256 

90 PRINTCHRS (18) MIDS (STRS (C), 2); TAB 

(3) :CHRS(146J; 
100 GET#1,B$: IFSToO THEN 100 
110 IFB$<>CHR$ (34) THEN 100 
120 GET#1. BS:IFB$«CHRS (34) THEN 

PRINTBS;:GOT0120 
130 GET#1. B$;IFB$=CHR$ 132) THEN 130 
140 PRINTTAB (18); :C$«- 
150 CS=CS*B$:GET#t, B$:IFB$<>" THEN 150 
160 PRINTCHRS (19) LEFTS (C$,3) 
170 IFST=0THEN40 
180 PRINT "BLOCK FREE" 
190 CLOSE 1 



• If you're interested, the GET» command 
acts like the GET command, but it doesn 't 
take Inputs from the keyboard; instead it 
draws information from an open file. In this 
case, an open file means a 'link' between 
computer and peripheral like a disk drive. 
By the way. (he says, putting on his turban) 
the Games Guru is interested in doing a 
round-up on game-making utilities and how 
to get the best out of them. If you've got a 
favourite, advice or questions write to the 
usual address. 
9eimm 
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3) 7>peOPEN4, 4: CMD41IST 

4) Wait until the printer stops and type 

PR|NT»4;CLOSE4 

5) Press RUN-STOP and RESTORE, and admire 
the output! 

Brian ^^■■MH^^b^ 



SPRITES AND JOYSTICKS 



• Michael Reel Action' Reel of Belfast 
produced the following program that allows 
you to fly a balloon around the screen with a 



120 J=127-PEEK (56320>:REM CHANGE TO 

56321 =PORT 1 
130 IF (JANDI)=1 THEN Y=Y-1;REM UP 
Idn IF f.lANn?l=? THEN Y=Y*1:REM DOWN 




10 PRINTCHRS (147):V=53248 

20 POKEV+21.1:POKEV*39.1:POKEV+16,0 

30 POKE2040. 13 
40 FORN=OT062 
50 RE ADO 
60 POKE832+N. Q 
70 NEXT 
80 X=50Y=229 
90 IFX>256 THEN 

POKEVt16,1:POKEV.X-256:GOTO110 
100 POKEv+16,0:POKEV. X 
1 110 POKEV+1. Y 



LAND OF 
CONFUSION 

With the Sprint 128 plugged In the cassette 
port, how do you use a cassette deck? The 
manual states 'do not plug in or unplug 
anything whde the computer is switched on'. I 
was thinking of buying the LC2000 package 
from Datel, plus Action Replay, the mouse and 
true art package. Are they as good as the advert 
claims? Do you get the Sprint 128 with the 
printer? 

W Parker, Forest Hill, London 

• Without a fancy Interface, you can 't use a 
cassette deck and the Sprint 128 at the 
s,ame time. Anyhow, the LC200 package is 
no longer supplied with a Sprint 128. but It 
does have a Centronics Printer Lead (RRP 
£12.99). This is fully compatible with the 
Action Replay, Colour Printer Driver and Art 
Studio. As for adverts claiming excellence, I 
can assure that all three are superb 
products. The Datalux mouse acts as a 
joystick for maximum compatibility, the 
Advanced Art Studio is the BEST art 
package, and the Star LC200 is a very 
versatile printer. Best of all, it prints In full 
colour. 
Brian 



m 







FOUR 
BREAKER! 

I'm an OAP. a radio amateur, and have just 
acquired a Commodore 64 with pnnter. Not 
knowing much about it, how can I use to (or my 
hobby and also in music education? All 
information will be appreciated. 
WJ Roberts, Hodnet, Shropshire 

• / know for a fact that Kingsway PD have 
some disks at £2.99, dedicated to radio 
amateurs. Send an SAE to Department C64, 
72 Gtencoe Rd. Sheffield S2 2SR. And say 
you saw their address in COMMODORE 
FORCE! 

As for music, the best package is the 
Advanced Music Studio, but unless you 
have a MIDI keyboard the package from 
DATEL Is expensive, ft uses full musical 
notation, you can print out music with 
lyrics, and even a record a song as you play 

m 



So another month off solving 
techie troubles comes to an 
end, and... oh, where's me 
turban? It's the Games Guru 
over the page, and... ah, 
there it is. Write to me, ^ t ■ 
THE ONE AND 4 
ONLY member off 1 ^ 
the Anti-Chesney 
Hawkes Federation -W^ 
at: Professor Brian 4 
Strain, Commodo 
Force, Impact 

gazines, Ludlow, 



150 IF(JAND4)=4 THEN X=X-1;REM LEFT 
160 IF {JAND8)=8 THEN X=X+1:REM RIGHT 

170 IF (JAND16>=16 THEN 230:REM FIRE 

180 IFX<24 THEN X=24 

190 IFX>320 THEN X=320 

200 IFY<50 THEN Y=50 

210 IFY>229 THEN Y=229 

220 GOTO90 

230 POKEV=21.0:END 

500 DATA 0. 127, 0, 1. 255. 1. 192, 3. 255. 224. 3. 
231 , 224 

510 DATA 7. 217, 240, 7. 223. 240, 7. 217. 240. 3. 
231.224 

520 DATA 3. 255. 224. 3. 255. 224. 2. 255. 160. 1, 
127,64 

530 DATA 1.62.64.0. 156. 128.0, 156, 128.0, 

73. 0. 0. 73.0 
540 DATA 0. 62. 0. 0. 62, 0, 0. 62. 0, 0. 28. 0 
RUN the program and you 'll see Richard's 
balloon sprite at the 
bottom of the 
screen. Move it 
around, and 
you 'll notice 
I 've re- 
written the 
program to 
keep the 
sprite 
visible at 
all times — 
pressing 
FIRE will 
END me 
program. 



Cor blimey! I'm 
Billy Balloon and 
I just love being 
moved around 
the screen! Ain't I 
neat, kids? 



>w8 



n 



v 




s 





Delving 
deep into the 
mysterious world ol 
programming. Professor 
Brian Strain emerges 
once more with some 
useful advice and a 
whole load of numbers. 
Oh, believe it or not, the 
turban does make a 
difference... 




!:7 here are 2 types of priority — sprite to 
ipnie priority and sprite to background 
l! priority* 

With spnte-spnte priority, sprite 0 has the 
highest and sprite 7 the lowest This means 
sprite 0 will always appear to move in tront o' 
sprite t ( spnte t will appear to move in Irani ot 



m±\M£ <i 



rnai 



location deals with 
inly (remember thn( 



BIT* thai 



or 



sprite 2 and so on. If you saw last month's tutorial 
on overlaid spntes, you'll probably have worked out 
that the monochrome sprite has to appear in front 
of the multicolour one. So, the monochrome will be 
a lower number than the multicolour one. Simple, 
Isn't It? 

Sprtte-background priority is more difficult. 
Firstly. Ihe location controlling it is normally set to 
0, and all sprites will appear in front of characters 
on the screen. Setting any bit in location 53275 will 
cause any sprite to appear behind the background 
characters. Confused? Let me explain a bit further 

Imagine a sprite as a transparent sheet placed 
on the screen. The DATA you POKE into memory 
gives that sprite an image, although ihe sheet is 
still 24 by 21 pixels in size. This sheet can move 
across the screen, without affecting characters. 
Setting the priority bit in location 53275 puts Ihe 





TABLE 1 - 
MEMORY 

Location 

5328 (V) 

53249 (V+1) 

53250 (V+2) 

53251 (V+3) 

53252 (V+4) 

53253 (V+5) 

53254 (V+6) 

53255 (V+7) 

53256 <V+8) 

53257 (V+9) 

53258 (V+10) 

53259 (V+11) 

53260 (V+12) 

53261 (V+1 3) 

53262 (V+1 4) 

53263 (V+15) 

53264 (V+16) 

53269 (V+21J 
53271 (V+23) 

53275 (V+27) 

53276 (V+28I 



THE SPRITE 
TABLE 

Type 

SPRITE 0 
SPRITE O 
SPRITE 1 



SPRITE 1 
SPRITE 2 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
SPRITE 
BIT 

BIT 
BIT 

BIT 

BIT 



53277 (V+29) BIT 
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53278 (V+30) 

53279 (V+31J 

53285 (V+37) 

53286 (V+381 

53287 (V+39) 

53288 (V*40) 

53289 (V+41) 

53290 (V+42) 

53291 (V+43) 

53292 (V+44) 

53293 (V+45) 

53294 (V+46) 



BIT 
BIT 

COLOUR 
COLOUR 
SPRITE 0 COLOUR 
SPRITE 1 COLOUR 
SPRITE 2 COLOUR 
SPRITE 3 COLOUR 
SPRITE 4 COLOUR 
SPRITE 5 COLOUR 
SPRITE 6 COLOUR 
SPRITE 7 COLOUR 



What it does 

X position 

Y ' 
X " 

Y • 

X - 

Y " 
X " 

Y * 

X - 

Y ■ 

x r 

Y 

x - 

Y " 

X ■ 

Y - 

Is X position greater 
than 255? 
Turn on/off sprite 
Expand sprite 
vertically 

Sprite-background 
priority 

Multicolour mode 
on/off 

Expand sprite 
horizontally 
Sprite-sprite collision 
Sprite-background 
collision 
Multtoolour 1 
Multicolour 2 



f= <? f 



P f * 



TABIC 2 . 
COLOURS 

2 Red 
,f Cyan 

i £ 0fp,e 
a '« B/ue 



„ Brown 
'0 Pink 

If !-W< Blue 



lOCAliom dftai with all 
itfi * moro otttoont and 



i row 



To sol an individual Kpntf?'* tnl ON in ono ot 



"OS. 



displayed in the character, the sprite is visible, like 
an ob|ed tn a window. 

Using the priority, you can create clever effects; 
(or example. Creatures 2 uses the effect in several 
places, causing Clyde to run behind frozen grass 
and tail trees. The fact that some of these 
characters are m multicolour makes the effect 
more complicated; the spriles wilt be hidden 
by certain colours, or appear in front of others 
to give a 3-dimensional effect! 







Instead of hiding the sprites behind 
characters, we can see if a sprite has hit a 
background character. It only works when 
a pixel tn the spnte hits a pixel in the 
background that is set ON (ie if is not 
displaying the background colour). 
Characters that contain all the pixels set to 
~~ H zero will not cause a collision. 

By checking location 53279 with the POKE 
given earlier, we can tell which sprites have 
hit a background character. To find out what the 
character is, and which onscreen it is, use the 
following lines 

ROW=PEEK (x)-50;ROWclNT(ROW/8) 
COUPEEK (y>-24:COL=INT (COL/8) 
HIT=1024+COL+(POW40) 
By using PEEK (HIT) we'll get the value of the 
character at that space on the screen (location 



cmsh mmm 

1I1UK 

It you're programming a game, you need to 
have objects colliding. Bullets hit enemies, 
your mam character hits a spike that kills 
him, and so on. The Commodore 64 includes 
two methods of detecting collisions, buf many 
programmers use their own methods. We'll 
stick with the option everyone has available. 
Locations 53278 and 53279 are constantly 
updated whenever a collision occurs. However, 
after reading a value it's a good idea to POKE 
the location(s) with 0 to clear the old' collision 
and get ready for a new one. 

Location 53278 Is tor defecting if a sprite has 
hit another sprite PEEKing the location gives 
you a value To check which sprite or sprites 
are involved, use this line. 
IF PEEK (V*30) AND (2N)=2 N THEN ... 
This means that If the Nth bit (corresponding to 
sprite number N) is set. a collision involving 
that sprite has occurred Time lor a 
demonstration... 
10 PRINTCHR$(147) 



1 024 is whore the screen is normally kept) Note 
it x and y mean the locations containing the x 
and y locations of the sprite you re checking for 
collisions. Pretty straightforward, isn't it? 



20 V=53248 

30 FORI= 1 2288 TO 1 2288*64 

40 POKE I. 255:NEXT 

50 POKE2040. 192;POKE2041, 

192:POKEV*21. 3 

60 POKEV+39. 1:POKE+40.15 

70 POKEV, 75 

80 POKEV+3. 200 

90 FOR l=t TO 200 

100 POKE V+1.1 

110 POKE V=2. 250-I 

120 REM PEEK (V+30), 0 

130 A=PEEK (V+30) 

140 IFA<>0 THEN 160 

150 NEXT:GOTO90 

160 PRINT-CRASH!" 

170 END 

It's a simple program, but with more than two 
sprites on-screen the collision register is not 
enough We would need to check the co* 
ordinate* of the colliding sprites to see wheie 
they were — a technique that would be very 
slow in BASIC. The REM in line 120 hides the 
statement necessary to clear old collisions from 
the location. Remove the REM and see whal 
happens... 



ms 2 jj-j' n vi 

ere's a (my litbfl of information yoi 
mm important consequence* when yc 
- _ 1) Collisions only occur between I 
don't ad as a block 1 on-acr«*n. but rej 
2)i The image of your spnte will not 
be at the EXACT co-ordlrmtea you 
specify unless its imago Is in the 

very top lolt-hAnd 
comor H you've 
drawn an arrow 



Alt thi<; tmk f 




run 
rnu 
vor 



our 1 *s 



1 IT 




imous once forgot to 
say, Brian is quicker than 
the eye. Goodbye! 



In our never-ending 
quest for information, 
next month I'll show you 
how yogic flying has 



and how yoghurt can't 
exist without the lumpy 
bits. Until we meet 
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i £ TROUSERS! I didn't think Miles was serious about 

taking over the tips section but he is... and he has! I 
^^Kj arrived in the office and Guttery leapt out and 

ripped up previous tips pages in front of my face. As I 
reeled in pain, he erased a thousand pokes I had 
* 0 carefully typed out earlier... and made me watch! I 
' ended up unconscious on the floor — that's when Miles 
said the ultimate put-down. Spitefully: 'You're mad you 
are'. What an awful thing to say! Okay, maybe he did see 
me balancing a packet of Just Fruits on a snail, and maybe 
the conversation I held with a staircase and a bag of krill 
looked a bit strange, but who does he think I am? Chris 
Hayward? Wait a minute... 




DANGEROUS 2 

Is Rick Dangerous 2 one of themost frustrating 
games ever? Here's a cheat to help you on your 
way. On the hi-score table, type JE VEUX VIVHE 
(with spaces) for mty lives. 




Infy liv« 




, 189, 141. 132, 1 



WfT TIM Ml 




41,246.035. 16ft, 189, 141 



Inly lime w«3 MHD06 



I REM OCEAN GAME?. HACK (Hurrah') 



TO 441 : READY C=C+V: 
[XT ; IF C<>2740 THEN PRINT 
* END 

Y»1 THEN POKE 157, 128 



4 



13 DATA 




141.094.003 

169,001, 141 
IS*. 001 104 



dd tho 




inly iiv« 



20 DATA U 
Infy energy 



KM. 141. 128. 173.096.-1 
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RAMPAGE 

Kelvin Green of Uckfield has come to 
the rescue of anyone having trouble 
with Issue Eight's cover smash. 
Rampage The following listing makes the 
characters far more hardy against anything the 
puny numans can throw at em. 

0 HEM HEY HEY. IT S A RAMPAGE TYPE- 
IN POKE' 

1 FOR X=384 TO 420 READ Y C=OY ! 
POKE X.Y : NEXT 

2 IF Ogrealer than, less than«3751 THEN 
PRINT DATA ERROR' END 

3 POKE 157. 128 SYS 384 

4 DATA 032. 086. 245. 169 144 141.246, 
003 

5 DATA 169. 001 141 247 003 076, 167. 
002 

6 DATA 169 157 141. 117.009 169 001. 
141 

7 DATA 118. 009 076 000. 008. 169. 189. 
141 

8 DATA 031. 137.076.013.008 






SPIKI IN 
TRANSYLVANIA 

nyone stuck in Code Masters' splendiferous 
m L Spite in Transylvania^ If your answer's In 
^^tohe positive, kindly reserve a large pat on 
the back for Brendan Donnelly of Dublin — here's 
his full solution to this corking caper: 

Starting at the blacksmiths, get the glove and 
door knob the open Ihe door with the knob. Out. 
left, touch apple and in. Get gold and leave hovel. 
Go right until you reach the drawbridge and give 
gold to the guard who will then leave. Go nght twice 
and push the lever down avoiding the bal. Go right 
and Into door (2). Left twice and use chairs to avoid 
the two guards. Left and in door. Right and get 
ploughman's lunch. Lett, out door, right twice 
avoiding guards and right twice again. In door, 
right, in door and get key. 

Out, right and get key. Up three times, get key 
and up again. Use glove to ring bell which deafens 
the bat. Get bat and go down four times. Now go 
left twice and in door. Go into door (2) and through 
door (2) tn the next room Righl, drop bat and loft. 
Up. get toad-juice, right, get key and enter door. 
Right get crucifix and left. Out. left twice and drop 
crucifix then left twice more. Give ploughman's 
lunch to farmer for wellies, go right twice, pick up 
crucifix and go right twice again. Enter door (2) 
enter door then enter the door in the next room and 
go right twice into the dungeons. Go left, push 
down lever, go nght and drop the four keys you are 
carrying. Go right twice and enter door. Use wellies 
to cross mud. Now enter first door, left twice. Enter 
door, drop crucifix and get spell book. Get crucifix, 
oul. Right twice and enter door (2). Enter door (2) 
in next room. Left twice and enter door, left twice, 
enter door, enter door (2). Left twice, drop crucifix, 
right twice and enter door. Enter door, right, put 
bat, toad-juice and spellbook in cauldron to get tie. 
Left and enter door Enter door in next room, left 
eight times and enter inn. Go nght. get wine, enter 
door, get key and cannonball. Down, drop bone, 
right twice, enter door, right twice, enter door, get 
key and stereo. Repeat the movements backwards 
until you reach outside the shack. Right eight times, 
enter door (2), enter door in next room, right twice 
and enter dungeons. 



Give guard stereo and when he leaves free 
prisoner. Drop wellies and get keys. Right twice, 
free pnsoner and enter door. Left, free prisoner, 
nght, enter door, left, free pnsoner, and right. Enter 
door, give guard wine, free prisoner, right and free 
last prisoner. 

Now sit back and watch the end sequence. 

Hints 

1 ) (2) refers to the second door in a room. 

2) The torch is a red hernng. 

3) Drop the crucifix to kill ghosts. 

And there you have it — what could be simpler? A 
one sided Rubik's cube perhaps, but little else. 
Probably. 




An interesting little cheat, this - 
unfortunately il only works with Ihe disk 
version ol Kivvfc After typing LOAD 
" - " t 8,1 press SHIFT LOCK and release when 
level one has loaded Now. miracukiusly. you 
should have a never ending supply of lovely 
lives 1 Thank s to Leo Wtseman 





, 000. 141 



21 CDATA 169. 173. 141.060.040. 169. 254. 141 

22 DATA 228. 181.096.4 
Infy Hives, keys and w« 




o Data i6». i73. i4i, 121, 141. 169. coo. 

11 DATA 133. 138.096. -1- 
ify lives and time 



►6. -1 



infy lives and time 




169. 173. 141.094.143.096. -1 




20 DATA 169. 173, 141. t46, 152. 
i: if v lime 
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All the way across the ocean from sunny 
(!?) Sweden, comes this complete 
solution to that eene covertape game of 
a couple ot months back. Starlhght 

Here goes: Press blue button. Press red 
button. Press green button. Press orange button. 
S. E- Wear space-suit. Take pouch. U Close 
inner door. Open outer door. U Examine 
uniform. Take keys. W. W. S. S. E. E. E. E. 
S. Unlock box. Open box. Take sonic disrupter 
N W. W. W. S. Rotate cylinder. Drop disruptor. 
N. E. W. S. D. Examine uniform. Take knife. Cut 
pouch. Take crowbar. Push yellow bulton. Push 



yellow button. Push yellow button. U. N. W. N. N + 
Remove suit Drop suit. N. Take magnet. S. 
Wear suit. E. E. E. Unlock panel Pry panel. 
Press black button. Press white button W W W 
SSE E E E S Open door. N W. W S. D. 
Close inner door. Open outer door. D. Close 
outer door. Open inner door, D. W N. Push 
orange button. S E U. Close inner door Drop 
magnet Touch magnet Open outer door Close 
outer door Open inner door. D W N. Push 
yellow button. 

Take a bow Anders Orbllt — you re now 
famous. 






ailing from Kilkenny in the Emerald Isle, 
Joseph Long has come across this dandy 
i dodge lor the that odd bubble-bursting 
game- When you're about to die. quickly switch the 
joystick to port two and press fire — don't look now 
but you've suddenly got nine extra lives, yippee! 



BUBBLE 
BOBBLE 



Anyone who tried to use the mfy credits 
listing from Issue One s tips book may 
have found it incompatible with certain 
versions — your strife is over 1 With a 
resounding thud this guaranteed-working-for- 
all-versions listing dropped through the 
COMMODORE FORCE skylight and declared 
itself all-present and accounted for 

Hello to Sajad Akram from Derby — t'was he 
who supplied the goods. 

0 REM BUBBLE BOBBLE CHEAT 

1 FOR X=52992 TO 531 1 3 : READ Y : 
C=C+Y : POKE X Y : NEXT 

2 FOR X=608 TO 615 : READ Y ; 
C=C+Y ; POKE X.Y : NEXT 

3 IFC 




• I 

TOP 



KOOO 



SUPER SPACE 



To make infinite lives your own type Pnvale Pilot 
when the title screen appears. 



'1 






here I was. sitting serenely at my 
desk one dreamy afternoon, 
(licking through the day s tips idle 
thoughts flitted through my mind in a 
lapestry of cheerful images, when 
WALLOP! I was jolted from my 

r trance-like state, as a volume of 
frightening proportions crashed 
down before me. Within were so 
many tips, cheats, pokes, more 
' tips, more cheats and flipping 

I great wodges ol listings thai a 
large stick would have to be shaken 
vigorously to cover the half of it. Utmost 
congratulations must go to Stephen 
Renehan for it all. You're finally a winner, 
now take the cart and get ye lost! Only 
I I jesting — I've only been able to include 
the tiniest morsel of what Stephen's sent, 
due to a lack of space this ish. Look out 
for more in the coming months... 




Reams of pokes are flowing in daily 
through the Commodore Force letterbox 
so. snorkels at the ready, let's wade in 
shall we? Oh, by the way. you'll need a pretty 
little Action Replay cart for this little lot — sent In 
by that friendly Vlnce Nlceforo from Australia. 



Airborne Ranger 3192, 173 

61467,173 
61647, 173 
11285, 173 
2270. 173 
61844, 173 
5884. 173 
47081. 165 
47106, 173 
46994, 189 
7318, 173 
34275, 173 
41212, 173 
44037. 173 
22430. 1 73 
30116, 173 



1942 
Guardians Tomb 
Zynaps 

Kongo Kong 
Zaxxon 
Donkey Kong 



• Eagle Empire 

• Snookie 

• Midnight 
Resistance 

• Rainbow Islands 

• Felix Factory 

• Batman 
The Movie 

• Tangent 

• Kung Fu Master 

• Bruce Lee 

• Pitfall 

• Miner 2049er 

• Spy Hunter 

• Motor Mania 



10092, 173 
29508. 189 
30132, 173 

4866. 173 
35173, 173 
45100, 189 

6182. 165 
19243. 165 
33308. 165 
39487. 173 

8835, 165 
57987. 165 



Grenades 
Law Rockets 
Time bombs 
Ammo 
First aid kits 
Time 
Rolls 
Time 
Uves 
Lives 
Lives 
Lives 
Uves 
Uves 
Lives 
Lives 

Lives 
Lives 
Lives 

Lives 
Lives 
Lives 
Lives 
Lives 
Lives 
Uves 
Lives 
Lives 



i Gyruss 

> Montezumas 
Revenge 

i Ms Pacman 

i Hunters Moon 

i Petch 

i Cobra 

i Lasl Duel 

i Double Dragon 

i Frantic Freddy 

Mission 
i Impossabubble 
i Squared 

• Yie Ar Kung Fu 

• Cauldron 2 

» Delta 

> Barbarian 2 

i Orion 
I Sanxion 
i Defenders of the 
Earth 

» Stormlord 
» Firelord 

i Mega Apocalypse 
t Outrun 
I Guardian 2 

> Chase HQ 

» Falcon Patrol 



9969. 165 
41023, 181 

36190. 165 
44710, 181 

8090. 173 
38498. 1 73 

8155. 165 
20295. 173 
13514. 173 
33631, 173 
24962, 1 73 
987, 165 

40521, 173 
14882. 173 
42012, 173 
54303, 173 
33012, 165 
60983, 165 
15834, 173 
35441. 165 
37742, 165 
3713, 165 
14142, 173 

7280, 173 
15972. 173 
23858. 173 

5721, 173 
62302. 173 
32417. 173 
34700, 173 
17618. 173 
23858. 173 
36702. 173 

5595. 165 



Lives 
Uves 

Lives 
Uves 
Lives 
Uves 
Lives 
Lives 
Lives 
Lives 
Lives 
Uves 

Lives 
Lives 
Lives 
Lives 
Lives 
Uves 
Lives 
Uves 
Lives 
Uves 
Uves 

Uves 
Uves 
Lives 
Uves 
Lives 
Lives 
Time 
Uves 
Bombs 
Turbo boosts 
Ammo 



Falcon Patrol 2 



22491, 165 
36957. 165 
16764, 165 
32226. 165 
28768. 165 
30980. 165 
Ghosts 'n'Gobllns 2358. 173 
2214, (0 — 5} 
Hard Hat Mack 16877. 173 
Last Ninja2 37456, 173 

36690, 173 
31852. 173 
35481, 173 
35771, 173 
36879, 1 73 
34444. 173 
28962, 165 
29207, 165 
28800, 165 
29035, 165 
29192, 165 
43359. 173 
46673, 189 
47468. 189 
48125. 189 
34049, 181 
43104, 165 
43122. 165 
38316. 173 
5975, 189 



Last Ninja 3 



Wizard of War 



• First Strike 

• Nemesis 

• Who Dares Wins 2 1 81 05, 1 73 

• Zamzara 5014.173 

9825, 173 
5847, 173 
6424, 189 

Phew! Thanks for those. Vince. 



Ammo 
Ammo 
Uves 
Ammo 
Lives 
Fuel 
Lives 
Choose weapon 
Uves 
Uves level 1 
Lives level 2 
Lives level 3 
Lives level 4 
Lives level 5 
Lives level 6 
Uves level 7 
Lives level 1 
Lives level 2 
Lives level 3 
Lives level 4 
Lives level 5 
Uves 
Uves 
Uves 
Lives 
Time in safety box 
Tim© in salety box 
Time m safety box 
Lives 
Lives 
Lives 
Energy 
Energy 
Missiles 
Weaponry 



JUDGE DREDD 

Hoild down the keys K.Y.L.I.E to skip straighl lo the 
ends of levels. 

NETHERWORLD 

Hoild down 2,4 and E and advance through levels 
al you leisure 

TOTAL RECALL 

Ge t a high score and enter your name as LIFE 
ST ILL GOES ON and the border should flash 
whiite. The left arrow key now advances levels, with 
Fl to start. 

COOL CROC TWINS 

Some passwords : 
TRIAX FLOYD 
DREAM HUMAN 
MUNGO HINEY 
JANKO MAGIC 



HENRI GIRLS 
DOORS 

HACKER II 

Logon codes : 00987 

DEMO 

PAM 

DOME 

DEMO PAM 

TITLE 

COVER 

WAMI 

GOMES 
Cabinet cod£5 : Red 7 

Blue 1 

White 6 

White 50 
Safe code: 07041776 

SILKWORM 

Finally, a listing hack for that classic lale of |eep 



and helicopter. 

0 REM SILKWORM CHE Al BY SR 

1 FOR X=376 TO 4 1 1 : READ Y : C=C* Y 
POKE X,Y : NEXT 

2 IF C=3298 THEN POKE 157,128 SYS 376 

3 PRINT "DATA ERROR" 

4 DATA 32. 86. 245. 169. 1. 141.29.4,96.72, 
77.80 

5 DATA 169. 125, 141. 245. 13. 141. 7, 20. 
169. 69. 141, 248 

6 DATA 19. 141. 8. 20. 169. 95, 141. 9, 75. 76 
13.8 
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CHASE 
HQ 

ot only has Alex been busy with NZS. 
he's also taken time out lo investigate 
this disappointing demolition derby 
Whik? playing hold down (ire and type 
growler It you find yoursnll running out ol 
soconds. press T and miraculously tM Urner 
will iosoI Cool or what? 
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BARBARIAN 2 

Our old friend Luke Croll's been rather rapid off the 
blocks, as he's already compiled these tips for last 
issue's hack 'n' slash spectacular. 
LEVEL 1: 

Keep backing off while using head chops to 
defeat the giani Neanderthal. To beat Sauron, 
simply stay low and chop. Against the mutant 
chicken, keep away 'til it stands straight, then low 
chop it. 

LEVEL 2 

Get Ores with the head chop When confronted 
by carnivores, wait until they leap, then get them 
with a high chop. 

Against the stinger, all that are needed are high 
chops 
LEVEL 3 

Leap the pi! to avoid the tentacle, and use high 
chops on the floating eyes. When the dungeon 
master punches you, use a low chop then, when 
hie approaches again, get him with a flying neck 
chop. 
LEVEL 4 

You want to kill the first monster? Easy — just 
walk backwards into him Kill the great demon with 
a (tying chop, followed by a low chop. Drax himself 
should pose no problems — stand in front of the 
corpse and do a flying neck chop. 



Out in Prestwich. Emma Moo res has found 
a handy little trick for Issue One's 
gambling covergame, Fruitbank. When 
playing ensure you have a second joystick 
connected in port one. You can now use fire on 
the second stick to convert winnings into extra 
credits — up to a maximum of 99. Each additional 
credit costs ten shiny new pence. 




With the mountainous quantities of 
hints arriving, It's impossible lo 
include them all — nevertheless, a 
big round of applause to even/one who's sent 
anything at all, ever Keep a look out in future 
issues — your turn will come Thanks go to: 
Jake Manley (TitchfiekJ), J Button (Ipswich), 
Mark Hodgkinson (Stalybndge), Arrf Khan 
(New Maiden). Carl Dickinson (Atherton), 
Nilchil Dey (Little Horton). David Farren 
(Lylmore). Stephen Hawker (Leicester), Kevin 
Doherty (Artane), Tom Monks (Oueensville). 
John Crutty (Cappoquin, Michael Kissane 
(Lissetton). Si(le)mon Curd (Paignton), Liam 
Carmody (Causeway Village), Edward Gregory 
(Warkworth). 



¥ 




So with his 
suitcase 
packed with 
Action Replay 
carts and 
listing pokes, 
the Tipster did 
walk off into 
the sunset. 
'Who left this 
sunset here?' he 
did cry 'I've just 
gone and walked 
into the damned 
thing!'. But before his 
head did disappear over 
the horizon, the Tipster 
did glance back over his 
shoulder. What would 
happen to he of little 
stability? Would he 
fulfil his dreams of 
bottling Volvic water 
in the French alps, or 
would he be lost in 
the mists of time? 
'Hey, where did this 
mysterious mists of 
time come from', the 
Tipster remarked, before 
muttering 'I must be mad 
doing this'. With that, 
he was gone... 
•••leaving a solitary 
figure in charge of his desk. A figure, known by many, 
long hair cluttering valuable office space. An 
individual often referred to as Miles, 'Oy', or 'Hey 
you, long hair'. The new Tipster. Send your 
contributions (however big or small) to: THE TIPSTER, 
COMMODORE FORCE, IMPACT MAGAZINES, LUDLOW, 
SHROPSHIRE SYS 1 JW. 
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THE ULTIMATE 




GAME SYSTEM 

FOR 





The countdown has 
begun, lasers are fully 
charged, the Labyrinth is 
ready for action. Laser 
Quest, the ultimate sci-fi 
laser adventure is waiting 
for you. 

As you pull on your 
laser pack you become a 
space age warrior. 

Now with over SO 
venues across the nation, 
Laser Quest is the game 
the players prefer. We 
launch a new venue every 
week, one will be opening 
in your town soon. Watch 
for details. ..and be there 



ACCEPT THE CHALLENGE AT YOUR 
LOCAL LASER QUEST ARENA: 



eOUON, Cannon Cinema, 101 Bradshawgale 0204 388308 

BRADFORD, 29-31 Weslgale 0274 736466 

CAMBRIDGE, Bradwells Court, behind Bui Station ....0223 302102 

CHELMSFORD, The Old Pevillien, Rainsford Rd 0245 347185 

CONSTITUTION HILL, Birmingham 021 236 3311 

DERBY, Root Sports Ctr, Willow Row 0332 202000 

DONCASTER, Silvor Hit, 14-28 Silver St 0302 730383 

DUDLEY. Ek Odeon Cinemo, Cottle Hill 0384 45979S 

GLASGOW, 177 Trongate, diagonally opposite M&S 021 552 7667 

HALIFAX, 1 Southgato Hie, Wardi End 0422 369099 

HARLOW. Hawthorn House, opposite C&As 0279 451166 

IPSWICH, 12a Arcade Si 0473 286045 

KIDDERMINSTER, The Old Baths, Castle Road 0562 86311t £ 

KINGSTON, 155 Clarence St, opposite Options 081 974 8484 ' 

LEEDS, Empire Arcade, Victoria Quarter 0532 347950 

LEICESTER, 171, Bolgrave Gate 0533 531153 

LUTON, 6-8 Park St 0582 487401 

MANCHESTER, 58 Whitworth St, opposite The Riti....06l 228 2231 
MANSFIELD. 15 Market St 0623 634571 



NEWCASTLE-UPON-TYNE, Waterloo St 091 261 5534 

NOTTINGHAM, No 1 Hockley 0602 589178 

OXFORD, 9a Hythe Bridge St 0865 200233 

READING, 100 London SI 0734 500988 

ROTHERHAM, Superbowl 2000, Wortley Road 0709 740065 

SKEGNESS, Skegness Pier, Grande Parade 0754 765858 

STOUBRIDGE, The Warehouse, High SI 0384 443939 

WALSALL, Inlown, Off Lichfield SI 0922 33234 

WEMBLEY, London Rd 081 795 1000 

WICAN, Superbowl 2000, Wallgale 0942 820225 

WHITLEY BAY, Spanish City 091 252 3346 

WOLVERHAMPTON, 3 Union It, by Novolel 0902 452858 





they mentioned Mayhem In Monsteriand\s neanng 
completion as well — as funny as it may seem, both 
the games will be completed at the very same lime 1 
But (hopefully) Psygnosis will be a bit taster with the 
duplication and distribution of the game, which gives 
us a (small bul important) head start. The coming 

_ months will be 
_ very interesting 

lor both the 





two parts The first layer is m multicolour low- 
resolution and features the colours blue, pink ana 
green but is rather btocky That btochy bit is 
removed by the second layer which is placed over 
the first one; it s single colour hi*res. and a lot 
smoother The actual animation is now drawn in 
black-lines — just like any cartoon you see on 
television By putting the second layer over the first 
one (perhaps that's why they call it overlay -sprites J 
you gel the colours of the low-res sprites- and the 
smoothness of the hi-res ones. The only negative 
nnmt nl thi* tprhninut? is that it uses twice as manv 



Disaster! We've 
always considered 
ourselves unlucky 
where deadlines are 
concerned, buff everyone 
spare a thought lor poor 
old Denton Designs. 
Another project they're 
working on has been re- 
scheduled, meaning 
they've had to work night 
and day over the past 
month to get iff out on 
time. In real terms this 
means... no Batman diary 
this month! Sorry folks* 
Oh well — you'll just 
have to make do with our 
EXCLUSIVE L^mmingB 
diary... 



REMI: Al the time of writing, the very last alterations 
are being made on Lemmings — with any luck it'll 
wull be on the shelves by the time you get to read all 

this' So go out and look lor it, oh, and don't 
i forget to buy it too' 

■b ■■ Lemmings has taken me 

, ••..i "^S^Lb :ouf ) h| y |w0 y° <lf ^ !ori,fn i ,l( ' |fi i 

I first talked 

11 A 





spntes as it would with the low-res 



ones 



Another thing I've been working on 
is the loader I've had no problems 
wtth Ihe disk loader, as I've 
programmed disk-based games 
before, but as we re catering for tape 
users as well I had to 
look for a tape 



jY 



I i 
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multitoader too 
Alter some deep digging. 
I finally found an old tape 
loader called ABC Turbo 4 
wntien by some dude Irom Ihe 
PD scene. I've now come up 
with a very short rouline which 
should work perfectly lor Lemmings. Now I only 
have lo wnte a small tape mastenng program to 
convert the disk version to tape. 

The only thing left for me to do is the end- 
sequence, which we discovered when we had the 
game half -finished. The original Amiga sequence 
features a picture of a lemming surrounded by 
dKjittsed pictures o( the team responsible for the 
game (DMA Design, fact fans), as well as a 
sampled applause — we deckled to do the same, 
but with oar pictures. After we'd took photographs of 
ourselves standing around a box (which doesn't 
even slighily resemble a lemming, but was the first 
thing we found that was Ihe nghl size after Jeroen's 
cal escaped!) we spent the rest of Ihe day sampling 
our cheenng. clapping, stamping and whistling — 
the resull is great' But you have to work yourself 
through 100 levels before you can witness Ihis 
marvellous pe«e of programming (heh heh!). 

Anyway, despite the fact this conversion's been a 
real pain in the ass for me, it'll be — without a doubl 
— the most technically -advanced C64 game ever, 
and certainly worth the trouble 
LEON: My most important work this month was 
the menu, as it had to look great and be finished 
quickly I'm happy with Ihe end result — it s fully 
animated and exactly the same as it's Amiga 
counterpart Well, lo be honest, not quite 
exactly On the Amiga there's a scroller al the 
bottom of the screen, activated by two small 
lemmings turning a wheel which makes the 
scroller. erm„ scroll. The original idea was to 
include them, but to do so I had to have the ongmal 
lemming animations 
PredicataWy, 
these are 




if 

119 around 200 kilometres away al 

I | Thomas' place — to go over and 

I I *m collect them would take too much 

time, so we decided to leave those 
| out and have an automatic 1 scroller. 

You probably think my |ob s done, but 
* that's nol the exact truth, as I still have to 
do eight more levels to complete (don't tell anyone!) 
but Thomas assures me that they shouldn't be a 
problem with his editor Once I've finished those. I 
can finally slart working on the last two pictures for 
LemmmgsLemrrungs has boon an experience 'or 
me, as it s the first big (and I mean BIG) project I've 
been involved with. I* you compare C64 Lemmings 
with other 8-btI console verstons, . * we've wiped the 
floor with them. I'm looking forward to doing more 
work with the Commodore, y'know. , 
JEREON: I m very happy to have worked on 
Lemmings, as it's THE most eagerly-awaited game 
on the C64. And I'm impressed by Thomas, as out 
of all the people to have worked on Lemmings he's 

the one to have made the 
mpossible possible' My (Ob 
was to convert the music 
something I've done 
lor a lot of games — but 
you won't find my best 
work in Lemmings It s 
not that I haven't done 
as much as I could, but 
let's face rt, its 
conversion work — 
something thai would 
limit anyone In lotal 
I've finished nine 
level tunes with 







\ ■ mr sound effects, and il it 
wasn't for the memory 
restnctions I would' ve produced some Let's 
Go and Oh No r samples as well All the tunes are 
conversions of the Amiga music, bul only use two 
voices, as I had to leave the third voice open for the 
sound effects I sttll think I ve done a good job... 

Sadly, as the music is Ihe smallesl pad of Ihe 
game (t gel equally well paid though, heh heh) 
there's not much else I can say — oh. and I've to 
pack lor a small business inp nght now. To me, 
Lemmings has been a fun project to do and I'm 
proud lo have my name in Ihe credits 
REMI: Wei. that's Ihe end of Ihe third and last part of 
the Lemmings diary I'd like to thank all Ihose who 
have been involved in ils production, bul limited 
page space stops me from doing so — the list 
would easily need an extra page I II just leave it 
with the man who deserves it the most, a man who 
has done everylhmg possible for us and the 
conversion of Lemmings — Greg Duddle! He's the 
producer Irom Psygnosis. who's had to listen to all 
our excuses, delay lies, stories, and much much 
more, while having to repod all that lo the big 
bosses — in other words, his ass was on the line if 
we decided to take a vacation to Hawaii instead of 

m working on 
■ ■ ■ Lemmings. So 

• mm— *a very big 

«™~ .^^M^^— — thank you to 
~ 1 - * ' Greg, anda 

12 U verv biQ 

wa9 -IT Jtm mJ-m goodbye to you 
Vf ■ readers. 
T 1 . r^JSeoya' 




All good things come to 
an end, but wait — it's 
not ovor for Lemmings 
yet. Next month we'll 
have a massive review 
of it, so restrain any 
suicidal urges 'till then, 
okay? 







welcome to the next; tevel 






ONLY 

£24.9 







Wotv you can have your own personal computer chair, designed 
specially for serious game players. Sit in real comfort 6 cms off 
the floor in the perfect position. It even collapses into a flat neat 

pack so you can store and transport it. 

WELCOME TO THE NEXT LEVEL 

AVAILABLE ONLY IN BLACK 

*Ol ORDER BY PHONE NOW: 0272 767630 fCJh 
J?± (24 HOUR CREDIT CARD HOTLINE) £^ 

OR BY POST 



Please send me Computer Chairs. I enclose a 

cheque/postal order made payable to: Home Entertainment 
for £ or please debit my Visa/Access Card No. 



Computer Chair. Price £24.99 each 




Please add £2.50 per chair for P & P 




TOTAL 





Expiry Date / Signature 

Name 

Address 



Now send completed 
coupon to: 

Home Entertainment 
PO Box 1842 
London N6 5AS 




HOME ENTERTAINMENT 



.Post Code 



Tel No 



SMF 



pioaw allow up lo 26 day* '<* cWlvary EAO€ Goods luppliffd suD*ci to avaiUD-lity 
Occasionally ou' cufionwr *«s arc owM to care'ul*y KnMfWd coo-pamei t*to«* product* 
0/ services may be 0* tnwroM Should ma*np» not Oe o< »m»««t phiaso aOvr»» us 




Another issue, another 
deluge of mail. I'm 
beginning to get a mite 
peeved with letters 
predicting the C64's 
demise; let's have a more 
positive (and preferably) 
amusing class of mail on 
these pages, eh? Anyway, 
on with the show... 



NO SALE 

Dear Uoyd, 

Some years ago. my local computer stockists 
STOPPED selling C64 games. But then I taw a 
new oomputsr mag at my newsagent (The 
NonvegLan Home Computer Club) They were 
selling C64 games 
and software... 

They were my last 
hope. But, in 1 992 
something happened 

— I bought my first 
copy of ZZAP! 64 
issue 86 I was 
Impressed — 100% 
colour Now the date 
18* 8/93, and the last 
issue ot TNHCC has 
just arrived, containing ONE PAGE ot C64 
software They have forgotten the awesome 64. All 
other pages in their mag are for the Amiga and PC 

— a btg loss. 

Luckily, my local computer shop started with 
EDOSI I was saved — I bought Tumcan and 
Treasure Island Dizzy at once.... 

Now I'm aiso the glad owner of Fantasy World 
Dozy and Super Oft Road— I think this is the start 
of the C64 coming backf 

Alex Hanon (Issue Eight) asked what Swiv 
statds tor. Well, I can tell — Silk Worm IV. but 
wtere the hell are numbers two and three? 

Now, some questions . 
1 ) B The Last Nm|a IV coming out on the C64? (I 
bet to god it Is going to cornel). 
4s tar as we know, there have been no plana 
totanother Last Nlnja on any formal — so don't 
hod your breath... 




7* * ! Tttfi+ff+W^W^W* • 



2) When is Mayhem in Monstertand going to hit the 
shelves from the Apex boys? 
Two words: it's not. Basically, the guys from 
Apex decided that If they were to offer Mayhem 
through mail order, everyone would benefit. 
The cost will be lower, because the 'middle 
men ' of the industry — such as distributors and 
retailers — wont be involved, removing the 

need to bump the price up 
so they can have their cut'. 
As for when it's going to be 
available — keep reading 
COMMODORE FORCE to 
find out! 

3) Is Oatel's sound sampler 
the best around? 
Probably 

4) Why not put the Graphic 
Adventure Creator on the 
Reel Action? 

Why not indeed. Anyone wanting any particular 
game or utility on Reel Action should write to 
James, and, if demand is high enough for 
individual products, he'll do his utmost to bring 
them to you. 

5) Why is C-Force the greatest C64 mag around? 

(I really mean it) 

Ahh but that would be telling! 

Kay Arnesen, Sorrefoa, Italy. 

• Good to hear you've discovered EDOS. As 
for SWIV meaning Silkworm IV, we're not so 
sure — despite the similarities between 
Silkworm and SWfV, we doubt it 's intended as a 
follow-on. One suggestion bounced around the 
office was that SWIV was named after a London 
postcode — SW1 V. Does anyone actually know 
for sure? Answers on a postcard please... 
UN 



only been reacting the l_*etrn/it) 
lor two yt'Ars 
got two more questions for you. 

1 ) Will Sensible Soccer be coming out on the 
C64? 

Oooh, I'd say there's a. .. let me think... 
0 001% chance of Sensible reaching the 
C64. Possibly less than that, come to think 
of It... 

2) Is Microprose Soccer worth £15? 

Not when you consider it 's available for 
£3.99 over here. Try giving Kixx (the 
budget company currently distributing it) a 
ring and ask about buying It through mall 
order. 

Keep up the good work and greetings to 
everybody 

'Bfoni Mac' Llndahl, SwecUn 

PS II you answer this letter you ought lo get a 
raise of at least 200%. 

• A raise of 200 percent? Ought to' is one 
thing, but actually receiving Is another 
Sorry, but we can't help you with ATF 
We 're not accusing you of being a pirate, 
but hey — you could be a pirate for all we 
know! 
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MARKET 
BARGAINS 

Dear Uoyd. 

This letter is in response to the tetter trom 
Stuart Neale of Newton Heath, Manchester in 
your September issue. 

t am, at thirty-seven, an even more mature 
reader of your monthly missive, and have now 
owned a C64 (or around 12 months. I bought 
this machine after much debate/argument with 
my six-year-old son between consoles and 
computers I won! 

My son gets much enjoyment from the 
games available (our library now includes 
some 500 titles), and I enjoy both the games 
a nd the utilities that we own. Unlike Stuart, I 
luckily have a job and so am able to buy games 
when I want to — but I will emphasise that I 
normally only buy budget games, usually one 
or two a month. I too had the same problem as 
Stuart when I went to the regular chain stores 
to buy software — only to be told Sorry there's 
no call for C64 games any more, you're best oft 
buying a console' NOWAYJOSEf 

So, I did a bit of searching and found a 
computer retailer in the Manchester area that 
supports the C64 — they are BOLTON 
COMPUTER CENTRE. 148, Chorley Old Rd, 
Bolton They support tape users mainly, but do 
carry some software on disk. Also, I've found 
car boot sales a great place to find software — 
would you believe I bought Mini-Office 2 on 
tape, boxed and with the manual for one 
pound! I also found Project Stealth Fighter on 
dlisK with all the associated gubbins lor a fiver 
— I even got one of rny disk drives tor £20, 
although it did need a repair. Plus I picked up 
a,n MPS803 printer for £18. 

So, the C64 is definitely not dead, no matter 
what the retailers may WANT to think — H just 
takes a bit o! looking around 

Come Christmas, I do mlend to buy an 
Amiga, but will nol be sacrificing my C64 to 
finance it I'll be making a worktop In my 
bedroom and the two Commodores can reside 
there, so both my sons and I can got double the 
pleasure trom our computers. I will continue to 
buy COMMODORE FORCE and that other 
magazine — I would not like to see eilher of the 
C64 mags go the way of Your Sinclair (what's 
that? — Ed). 

Last couple of things — The Blues Brothers 
was absolutely brilliant, keep them coming like 
that, and finally: keep up the good work 

Sorry it's been such a long letter, but I did 
have quite * lot to get oil my cheat, I mil write 
again, but I'll keep it a bit shorter next time! 

All the best 
Stove Nlchol, AstUy, UmcaiMro. 



• Thanks tor the prawn, and we're glad that 
you're sticking with your CS4 and 
COMMODORE FORCE. Why not start 
buying AMIGA FORCE too — our sister 
magazine It the monthly to buy for the low- 
down on all that's Amiga related. 
Cor. that was a bit of a shameless plug, 
wasn't It? 
UK 
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^ %0 Dear COMMODORE FORCE. 

I've written a game called 'LegoJand' It is my first time 
and I wanted to know would you programme it tor me. and 
send it back in the SAE enclosed. I! you can't do this. 
1^+- please return cassette Hid written game 



• Amazingly enough, this isn 't the only letter 
we 've received requesting we become games 
programmers overnight. Some poor fools even go as tar 
as to Include the legal disclaimer coupon found on the Reel Action 
pages! Our final say on the matter is: we write about games — we 
don't program them. Feel free to send games in, but make sure you've programmed 
them first, eh? 



ANY 

QUESTIONS? 

Dear Bag-Man (That's you Lloydl) 

First of all I waril to congratulate you all at the 
COMMODORE FORCE office for making such a 
brill mag! I've been getting it since Issue Three, 
and I look forward to It every month (though the 
long wait is a bit annoying!). 

Right, now that the flattery's over. I think it s time 
to get down to business. Here are a few questions! 

1) Why does everyone like football manager 
games? I think they're totally crap! 

People like them because... they just do, okay? 
Why do people like boxing? It's a thoroughly 
barbaric sport, yet millions worldwide find It 
entertaining. In fact, why do people like 
anything? Why am I writing such a deep 
response to a flippant and inconsequential 
question? 

Yeah, I think they're crap too... 

2) Is James Bond — Licence to Kill any good? I 
don't know whether to buy it or not 

Of the several Bond games to hit the C64, 




Licence to KIM is one of the best. 

3) Take that bag off your head sometimes, will ya? 
Or are we safer when it's covering up yer mug? 
/'// treat that question with the contempt it 
deserves. 

4) I recently bought 4 games: Rambo: First Blood, 
part two, Fist Fighter, Muttimixx 3. and The Mega 
Pack. Could you tell me what you think of them? 
Rambo s a sound blast. Fist Fighter s dire, 
Muftimlxx 3 '* a passable compilation, while The 




PD SLEAZE 

Dear Bag Head (Mangram), 

I just thought I'd like to say your letters section 
is my favourite part COMMODORE FORCE — 
lust m case you'd forgotten. I only have one 
complaint though — and that's about the PD 
section. In the past it's been rather disgusting. 
Luckily I have a strong stomach. Just to see how 
strong it is. let's remove the star in Issue Three. 
Joking aside, I now have an important question. 
Me and two ol my friends (Martin/Stephen) are 
budding games designers. I think we could have 
a few Hurrxane Hits on our hands I bet you're 
getting bored with this — I am — so here's some 
questions: 

1) I'm a little stuck in the first room of Danger — 
Adventurer at Work. Can you hep me? 
No chance — adventures aren 't my scene. My 
life's a big enough adventure already I Drop 
Bash a line and I'm sure he'd be more than 
pleased to help. 



L 
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Meg.a Pack has a superlative in its title to 
suggest brilliance (or should that be mega- 
nests?). Hmmm. 

5) W'oukJ it be possible for you to do a compo 
whene the prize is a signed Oli Frey picture? I love 
his work 

Mayrf... 

6) is Miles really that ugly? And who the heck is 

Rod? 

Rod' Is, In fact, Miles' brother, and wrote a 
review for us during his two weeks of 
work experience here at Impact. I asked 
Miles If he's really that ugly ', to which he 
retorted who 's the one with the bag on 
his head. pal'. Whatever could he have 
meant? 

7) I'm 1 3 and I've had my good ol commy 
since I was three and a halt It s different in 
colour and the back isn't as big as modem 
C64s. Will this ever be a problem? 
Not at all. It makes a better draft excluder, 
too. Come to think of it, if you ever go on 
a cruise, take It with you — In the event 
of an emergency, you can use it as a raft. 
Yup, the C64's a great all-rounder.. 
Bye tor now! Please pnnt this letter. I'm sorry 
it's so long, but I had a lot to say! 

Ian Flowchart, Co Wicklow, Ireland. 

PS The Blues Brothers — best Reel Action yet! 
Put a few more like that on yer tapes, will you? 

• Reel Action will only get better, my friend. As 
for long, rambling letters, they 're always 
welcome — but numbered questions do get 
boring after a while. Could we see a few less 
letters using them, please? 
IM 



1ST 



SNOOKERED! 



I tan I loytl 

I hrivo hiid my C64 lor (list a low months .mhI 
havo lountl il votv on|oyahlo I** uso Mv I.ivouiiIp 
IVIH 1 ot i|.imo is N|toils wltuii loads mo Urn my 

f.|Ml'SllOM 

My liHMitl fate »m AnmiJ !HXV am! on it In* has 




2) Will Prince of Persia, Zool and 
Troddlers ever be coming out on the 
C64? II they are. who by. how much, 
when and will they be as good as 
the originals? 

Troddlers is currently being 
converted for the '64, but there 
are no firm plans to release either 
Zool or Prince of Persia in the 
immediate future. 

3) I know it's an old question, but 
can you give me a cheat for 
Magicland Dizzy thai doesn't involve 
an Action Replay carl or a long type- 
in list? 

I'm a letters man, not a Tipster. 
Write to him Instead. 

4) What is the best game ever, and 
is it easy to get hold ot it? 

And verily, in the very issue that a 
question appeared, did the 
answer too — on page 33. to be 
precise... 




Jtmm\ WtulOH WhittwtiHf &n\k*kvi whirh I liinl 
is tho lv:*l svioohiM \iann* ovoi WonM a 1m* 
|h>ssiMp to mako ono simnI.m toi Iho CM * II not 
why imP 

Choi, Manchester 



0 Jimmy While s is, as 
you mentioned, the best 
snooker sim there has 
ever been However, a 
CfiJ conversion would 
he. I m afraid, simply 
impossible The reasons 
t tte as follows 
Basically the complex 
mathematics tnvolvtxt in 
Jimmy Whilo * ate very 
time consuming I he 
C6J tuns at a speed of 
roughly 0 6 MM/ When 
you compute this to tfw 
standard 16 bit Amiga 
and its tunning speed ot 
around 7 MM/, you 
begin to sec lust how 
ditttcult it would fir to 
convert This, coupled 
with the C64 9 lowet 
resolution graphics that 
would make displaying 
distant ob/ects messy 
and awkward, is why 
there will never be a 
direct conversion or 
similar game I m not 
meaning to put the C64 
down at all — It's one ot 
the best games 
machines there has ever 
been — but there are a 
tew things it simply 
can t cope with. 
Sad but true. 



5) Why do you always pick on Dizzy? I 
know he's a bit C. ..orny, but he's okay 
realty. 

He's an egg. He's supposedly a 
hero. His games are mostly okay, 
but he — and you ve got to admit 
this — Is /ust a little on the crap 
side, yes? 

6) Will you send me a C64 as mine is 
10 years old and a little broken. It 
works now and again, but not all the 
time. 

Send me three crisp E50 notes and 
I II consider It 

7) I don't thtnk so. but is there any way 
to slop a game from crashing? 

/ don 't think so, but will I ever get a 
pay rise? 

8) Will you come round tor tea and 
biccies to try and figure out what's 
wrong with my C64, because Top Soft 
and Chips can't tell me 

I'll come round and eat your 



» J" I t 

simiU 
mear 
dowr 
theb 
mact 
been 
few t 
can't 
Sad l 
LM 



Commodore and tell you what's 
wrong with your tea and biscuits it 
you like, but I'm afraid C64 repairs 
aren 't my strong suit. 
Now for something different (because I 
can't think of anything to type). Who is 
the weirdest In CF? Who has the biggest 
nose in CF? Who is the lattest m CF? 
Penon lucky to bo anonymous 
after the nose statement. 
Somewhere. 

• Listen pal — we've got no fat big- 
nosed weirdos around here. In fact 
we're all phenomenally attractive at 
COMMODORE FORCE — we Just 
choose to have ugly caricatures lest 
our female readers tall madly In love 
with us. Alas, It hasn 't worked — all 
our female readers HA VE fallen In 
love with us. Dam — my date diary's 
full to the end of the year... 
LM 
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DODGY 
GEAR 



Dear Lloyd, 

I've had my C64 lor around 3 yean — I goi it as 
most o' my friends had one Last Christmas I got a 
Game Gear and played on it lor ages I found most 
games were addictive for a while, but too easy. 
After a month I went back to my C64 and I haven't 
been off it since. 

The point is that most console games have ace 
presentation and all that stuff, but Instability's zero. 
You name a SegayNmtendo/Neo Geo game, and I 
bet most C64 games owners could name a game 
identical but with more play ability That aside, here 
are some questions. 

1) How come the last two Issues have only 
reviewed four to five games a month? 
Simply because then have been tour to five 
games to review at that time. 



2) Reel Action — any chance of another soccer 
game? 

We shall see... 

3) Any chance of another tips book? 
Again, no shall see.. . 

4) When are Arsenal. Fly Harder and Rolling 
Ronny 2 coming out? 

Plans tor Arsenal haven't been finalised yet 
— it might be released, but it's equally 
likely to not be. Fly Harder was 
programmed by a German software house 
who we can t contact properly — they don t 
speak any English! Finally, we 've heard no 
whisper of a Rolling Ronny sequel being 
released. 

5) Will Spe&dball 2 appear again? 
It's unlikely. 

6) Where is Beaver* by Grandslam? 
Where Is it Indeed... 

Anrfy Page, Mult, N Humb«rilcU 

PS Hope you get a pay rise maybe that four 
pence extra from the cover price! 



• A pay rise? What's that? Come to think of It, 
what's 'pay'? 
UN 



n 




ft 




As the sun began to set, 
the Impact Magazines 
buildings closed and the 



crew set off towards the 
pub. Just behind them, a 
lone figure on a bike 
began the difficult 
journey back home, over, 
under and occasionally 
through Ludlow's many 
hills. On the small 
satchel slung over his 
shoulder was a name 
tag. It read simply: 
'Lloyd Mangram'. 
Pausing only to hurl 
abuse at a passing 
console owner, the 
grumpy god of letters 
continued his weary way 
back to his humble 
abode. If you want to 
write to him to be 
abused or (if you're 
sycophantic enough) 
creep in the hope of 
getting the Letter of the 
Month — or even the 
Kipper — here's the 
address: MANGRAM' S 
MAI LB AG, COMMODORE 
FORCE, IMPACT 
MAGAZINES, LUDLOW, 
SHROPSHIRE SY8 1JW. 
So for now, it's farewell 
• see you next month! 





NEW RANGE OF THE OFFICIAL 
STREET FIGHTER MERCHANDISE 
EXCLUSIVE PREVIEW 
RESERVE YOUR ORDER FIRST WITH 
SQUARED CIRCLE 



STREET FIGHTER » 

5 Ts AVA.IABLE NOW 
CALL OUR ORDER HOTLINE 
CAL NOW ON 

0908 262366 



51006 STREET FIGHTER II LCD 
GAME£19.99+p&p 

Can you survive? All the Street Fighter 
Moves and excitement of the arcade smash 
now In the palm of your hand. 
Available Now! 



i 



the ultimate challenge is here' 
battle it out with six new 

Hasbro action figures 
including either operational 
weapon or ninja move! 



08038 GUILE C4.99+p&p 

Including a Missile Uuncrw 

08039 CHUN LI £4.99+p&p 

With individual Ntnja Move 

08040 BLANKA C4.99+p&p 

With a Missile Launcher 

08041 KEN £4.99+p&p 

With "Double Arm Chop" Nlnja Move 

08042 BISON £4.99*p&p 

Armed with a Missile Launcher 

08043 RYU £4.99+p&p 

With 'Upper Cut* Ninja Move 

08044 THE CRIMSON CRUISER £9.99+p&p 

Action Asualt Vehicle including figur* and operational 
weapon (not illustrated) 

08045 THE SONIC BOOM C9.99+p&p 

Armoured CiMpillaf Tank with multi-shot Uuncher and 
«d»o» figure (rtol illuxlrated) 

08046 THE BEAST BLASTER £19.99+p&p 

Double-armed Power Truck with two action figures 



.... 



16047 THE FIST T-SHIRT 
FEATURING RYU £9.99+p&p 
AVAILABLE NOW 

T -Shirts available in Small/Medium/Large/XL 



51007 STREET FIGHTER II TABLE GAME 
£39.99+p&p 

The ultimate challenge comes to life on a table top. 
Guile and Ryu battle It out using kicks and 
punches. Only one can survive In this electronic 
eliminator. Order now lo ensure you meet the 
challenge first. Available from August 



51008 STREET 
FIGHTER II GAME 
WATCH £9.99+p&p 

Fight your way to the top 
against the toughest 
fighters from around the 
globe. There Is only one 
goal with this arcade 
action wrist watch? 





HOW TO ORDER 

Fo fast service on Credit Card 

Sees call 0908 262366 

9.00am til 5.30pm Monday to 
Friday or send your order by 
poit to me address below 



Postage & pocking 

Goods totalling under £5.00 please add £075 
over £5.00 please add £1.50 
over £1 5.00 please add £2.50 



OutSquared Circle guarantee meant lhat «l you ore not completely lofished with any item you pu'chaie you may 
rerun your purchase in iti original condthon wtthin 1 4 day* We will refund your money or exchange me item N B 
Conputer 9 arnsi may only be returned >' "hey ore foully 

CAR) NUMBER I I I I I I I I I I 



EXPKYDATH 



ISSU NUMMR (SWITCH 0MY)| 



.*""•"«<' Cheque or poifol order encloted mode payoble and lent lo: 

SQUARED CIRCLE LTD 
1 8 VINCENT ADVENUE, CROWNHIIi, 
MILTON KEYNES MK8 0AW 

VI1A □ MASTERCARD □ ACCESS □ SWITCH □ 

Simature Dale 
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MR/MRS/MISS 

INITIAL SURNAME 


TOTAL 

P&P 
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ADDRESS 
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NAME OF RECIPIENT .AGE Pwcehckh-.il y.udor-.wah 

DELIVERY ADDRESS flf DIFFERENT FROM ABOVE) teM(liM(-hfrmofa9l □ 



For thirty years, Saturday 
nights have had millions 
glued to their TVs as a 
fiesta of footy frolics spew 
forth Into living rooms 
nationwide. Can a C64 
recreate the thrills and 
spill* of TV's Match of the 
Day? Des 'n' Jimmy host 
the show with MILES 
'SWEEPER SYSTEM' 
GUTTERY offering 
professional comment.— 



th 



Man 

form, v 



iny oreed. these soccer 
nt geime6 Just about alt of them 
nay team Ke'ection system, 
una skill rating* which haw no 
on the gamo, and — above all 
of action, If these are the 
lonts for a classic, thon Match of 
y go down in history books My 
ory however, is that MO'DH 
ifttic prog with nothing to offer 
i machine or genre — in any 
m. 

b are presented in a noat icon 

your monngenal diary Within 
-ne are raoes fnr eHch tlai ol 



the c'ub. To assist you with your tasks, you've 
got venous ground staff — you can liaise with lh( 
physio to keep star players in tip-top condition, 
while the coach tells you who's not performing, 
allowing you to devise a suitable training 
program. 

Players have lour skill ratings for goalkenping, 
detence, midfieid and attack. This tends to be a 
little unrealistic, as you'll often find your midhold 
playmaker is also the best goalie Perhaps a 
bettw approach would have been to separate 



m 
(a 
ax 

pi 



it toam 
table 



from a vehiclo to glory 
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The match sequence, it must be said, is pretty 
poor A number of pre*et animation* represent 
hightighls' of the game, with Dos Lynam and 
Chlnny Hit) offering comments on the progress of 
play. According to the Inlay. Jimmy's warblings 
'givo an indication of how your team is being 
perceived by the general public' Am I missing 



you're simply pi 
Spoakmg of \ 



irun t ai 
>tion to 



jits 




e have 
and 



unsatisfactory as well Barely does a g. 
■<'■:•■ than five goal* (usually six or seve 
neither side can score moro than sevon in a 
match. Even without fielding any players I 
only lost seven-nil. Mind you. It was against 
Wesl Broml 

The cheery chairman's your main enemy 
When he ttppems it's either to inform you of h 
free-transfer listed player having been 
snapped up by another club, or 10 fire you for 
either losing too many matches or putting the 
club's bank balance Into the red 

All the essential elemenis of a 
management game ere in Match of the Day, 
hut no true excitement is generated. Including 



• Above: The diary. Thla le wfwra your 
precious managerial timet le delegated to 
veHoue ectivitiae. But hey — where'* the 
pub IconT Or the 'employ flervttfce 
koeper' option? Sheoih. 
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m6thoc] of picki 
presented as a 



L They re 
!h man's position 
particular order — It's 
doing what. Another 
ayers are 

me up without 
cation. Unless you actually 
and specifically ask about 
injuries you won't even know* Because of this, 
you frequently end up fielding the team with lest 
than eleven men There's nolhing tn the program 
to pf»v*nt this — * warning message would 1 ve 
helped* t . 

In essonce, m 
oka but the w 
ing the books and keopir 
who's fit doesn 1 ! make Ic 
gamoplay* Couple Ihls w 
alisnc bits — such as silly 
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• Ahh. how things used to 
be. I can still remember 
Football Manager, end Its 
diabolical 'match highlights'. Does 
Match ot the Day offer more? It's well- 
presented, but beauty's only skin 
deep, after all. There are so many 
management games available at a 
budget price that another Insipid 
addition is hardly welcome — and that's 
exactly what Match Is. I tried and tried to 
find redeeming features, but everything 
it has to offer is all so... average) I'd 
have expected such a prestigious licence 
(where football is concerned) to have 
offered a little more. Sadly while Match Is 
hardy relegation material, it's nowhere 
near championship fodder. Even 
worse is that I've just included 
a footballing cliche at the end w "T_T\-l/y 
of my comment. Oh bunnies. 




pretty darn poor, with Mvtral players 
moving in pro-sol directions, of which 
there ore low. So you're euppoeod to 
judge how well your loom are doing 
from that, an? Foul, rof! 



■ p«uwiatiom 
good looking, 
laborious icon 
systim at times 

■ AftafHICt ■ 
FUNCTIONAL 
ICONS. DULL 
MATCH SPRITES 

■ 50UHD ■ 
HUH? 
WHAT? 
WHERE? 

■ Noofjuiurr ■ 

THE GAME IS 

INITIALLY 

PLEASING. 

■ UUIAHUTY ■ 
LACK Of 
DEPTH AND 
PLAYABILITV 
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FORCE 

FACTOR 




To bee or not to b 
— that is the 
obvious joke. For 
people like MILES 
'HONEY FOR MY 
CRUMPET' 
G UTTER Y a 
satisfactory 
answer is rarely 
forthcoming. 





• For the past week. I've ^FL-p^/ / 
been wondering what flee \7fr U^k 
52 reminds me of* At a 1, 
glance. It seems fairly original — or at 
least as original as shoot-'envups can 
be these days* Well, I've remembered 
now. A similar game — called The Birds 
And The Bees (those were the days, 
eh?) — has been released before, 
Including pollen collecting, baddie 
shooting and a hero called Barnabee 
(sic). Whether that partially Inspired 
See 52 or not I'm unsure, but what I do 
know Is that Codemasters' new release 
Is lacking In content. Sure, flying 
around for the first few levels is tun, but 
Bee 57s lack of level codes and variety 
of gameplay soon irritate. It looks gooc, 
with smooth scrolling parallax and 
colourful, well-defined sprites but quite 
frankly. If I want good-looking visuals I 
can watch TV or visit an art gallery. What 
I tupect from computer game It 
playabillty, pure and simple. Take away 
IBee 52 s (admittedly excellent) cosmetics, 
iand you re left with shallow 
gameplay. a stupid difficulty 
lieveh.. need I continue? 
well — at least it doesn't h 



umbie bees — cool, eh readers? i mean, 
you get all these yucky creepy-crawlies with 
infinite legs and huge popping-out eyes 
(infesting the summer months, landing on your 
'sandwiches — it sends a shiver down my spine. 
Then there are big, fat, furry bumble bees, 
trundling from flower to flower sipping nectar and 
defying the laws of 
science with lazy disdain. 
No, it's true — bumble 
bees can t fly! The ratio 
of wing area to body 
mass of your average 
bumbly is such that its 
physically Impossible for 
them to get airborne. 
Obviously, no-one told Ihe bees 
Not that the portly little fellows care a 
Jot, and who'd have it any other way? 

Anyway, it you're like me you Ye bound to have 
spent lazy afternoons sprawled on the lawn 
watching that serene yeliow and black parade, and 
you'll have thought easy lite" before pausing to 
contemplate the thought of swapping places. In the 
absence of any son of transmogrification gadgetry 
to facilitate such a change however, Codemasters 
_ have an alternative solution 




If we can't join in the tranquil tedium of bumble life, 
then why not chuck the smug little blighters into a 
deadly world full of booby-traps, fearsome foes, all 
manner of hazardous situations and see how they 
like it? Why not indeed, 'cos that's exactly what's 
happened — except the bee's not in fact a bee at 
all, but a series of pixels activated by various 
widgets of code, as are the backgrounds. Ho hum. 
Casting aside such a slight anomaly then 
surreptitiously neglecting to notice it ever again we 
can, following that selMndulgently over-long 
and rambling introduction, check out 
the game 



Predict- 
ably, let it 
bee... 



... and what a strange little 
cookie it is. Taking inspiration 
from that old chestnut — the 
horizontally-scrolling shoot-'em-up — a poor little 
bee needs help. He's the only one left in his hive, 
and a lot of honey needs making or someone will 
have his stnpes for confetti. 
So it came to pass that our little friend left the 
warm cosy hive lo find 
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• Don't be deceived 
by the apparently restful screenshots — 
there's nasties abound in Bee 52. Why d'y& 
think our hero's cowering in that flower. 



REVIEWS' * 




himself set upon almost 
immediately by ravenous 
hordes of nasty bugs, 
wasps and assorted other 
vermin. 

Somewhere in this nasty 
domain lie flowers eager to 
give up their sweel treasure, 
but getting to them is tncky 
enough and making it back to 
the hive in one piece is downright... erm, tncky. To 
collect nectar, you can Hy into an open flower and 
the bee wiggles about until every last drop has 
been supped. Once a flower's exhausted it closes 
and can't be re-entered. Bottom left of the screen is 
a partially- filled honey pot indicating how much 
nectar is required to finish the current level, next to 
which is a spoon showing how much Is already 
earned (to a maximum of three tlowers'-woflh). 
Nasties include swarming flies, marauding wasps 
who follow you around and little venom- spitting 
beasties who lurk inside flowers waiting to clog your 
pops, so to speak. All can be shot with varying 
numbers of hits but they regenerate pretty quickly 
so speed's a must. There's even a little creature 
who floats about in a bubble — he may 



look innocuous enough but if he 
reaches the hive he appears in 
the status area, walking left to right 
towards your precious honey. 
Should he reach the pot before you'r 
able to get back and scare him off. hi 
starts eating, meaning you've a whol 

lot more to do. 
Bee 52s blindingly simple game 

that immediately grabs 'cos it's so 
gosh-darned nice. No brain bending 
is necessary, no level layouts to 
memorise but I was soon 
screaming in frustration. It's 
hard, DAMN HARD! Double damn and hard. Its 
cramped playing area makes avoiding nasties a real 
pin-point task. You can shoot them, but as they re- 
generate so quickly it hardly makes a difference. 
Then there's the games most annoying feature — 
when you die you're returned to the level start, all 
nectar you were carrying is lost and all flowers 
already visited remain closed. You're left with no 
choice but to travel miles further into a level tor the 
same reward assuming, that is. you can even get 
there. It took me two days to get off level two! And 
(and, AND) no level codes... aaaaargh! 

I'd like to recommend Bee 52 
simply because it's such a neat idea, 
but no amount of amusing touches and 
animations can make up for a sky-high 
frustration factor. Definitely not one tor 
the easily antagonised. 





FACTOR 
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individuals in specific areas, accour 
juggling. What s there is a far more y*uyawm ^mv, 
although the players look a bit feeble — the more 
tired they get, the slower they become, yet their 
animation speed remains constant. This leads to 
the comical sight — towards the end of a tough 
game — of players, legs and arms thrashing along 

— at 90mph, progressing up the pitch at 

a rate more becoming of arthritic 



tortoises. This is a minor 
quibble, though, as the 
football isn't actually bad, A 
complex system of before 
and aftertouch allows a 
great vanety of shots, 

rhinQ and nawt In tn 




At the start of every 
season, most players aren't 
quite up to 1 00% fitness. 
Their play's scrappy in 
places, individuals start to 
tire badly during the 
second half -•- a managers 
nightmare and nothing but. 
Can MILES 'FAT STRIKER' 
G UTTER Y get the measure 
of Buxx's Manchester 
United Europe, or are they 
both early shower 
material? 



JAMES!! 



• You can hardly 
the football s 
started again, ci 

After seemingly aeon* without a soccer 
game appearing, three arrive In the 
space of two months — fortunately, 
two of them aren't bad. Manchester 
United Europe Is a great Improvement 
over Its predecessor, but I can't help 
but think its match sequence could've 
been Improved. As It is, It's good, but 
having seen the speed of, say, 
Liverpool, I'm a little less forgiving with 
slow-paced soccer games. 

Other than mentioning Its (Irritating) 
multlload. there's not much to say about 
Europe — there's very little about It that 
provokes either a positive or 
negative response. In my 
books, that makes it average, 
and you know what mark an 
average game gets, don't 
(you? 
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army did the biz when 
gol back inlo European 
club competition a year or three ago. 
winning the Cup Winners Cup m style Obviously, 
(his provided a good (not to mention lucrative) 
reason for a follow up to the cosmetically- sound 
but ultimately limited (read 
disappointing) first f 
Manchester United game. 
Aiming to re-create United's 
glory on Europe's finest 
stage, the European, UEFA and / 
Cup Winners cups are included, 
with 170 (no kidding) top 
continental sides to battle against. 
1 ikR its nrfirieraftsnr MtlF<% a 





J Once you 
get the controls 
sorted it's a fair A 
challenge 



be accessed The 



jack o' trades You can either play it as 
a pure management game with matches 
turned oft and merely results displayed, or you can 
allow the computer to control your team and watch 
through gritted teeth as your master plan unfolds 
on screen. Anyone feeling extra tough can get to 
grips with lull management and then take control 
arcade style, during matches. However if picking 
teams and lormations send you to the land of nod, 
you can lurn off (he management elemenl 
altogether and play fnendlies against the computer 
or a friend. 

Although JWUE looks similar to the first United 
game in terms of the mix "n" match levels of 
strategy and arcade action on offer, anyone 
familiar with the ongmal will notice one or two 
major differences. Most importantly, the first game 
had its emphasis on tactics and a malch section 
too simplistic to provide real arcade satisfaction. 
Almost the opposite can be said of Europe. Gone 
are any transfer market dealings, training up of 



subtleties of control 
certainly take time to master, with some 
movements not as instinctive as they might have 
been — but a real sense of satisfaction is felt when 
you get it right, and the ball hits the back of the net 

Goalmouth Drama 

Europe's programmers opted for a system where 
(he ball actually sticks to players' teet during 
dribbling, rather than being tapped along in front 
(like in Liverpool Fortunately, this helps prevent 
that all-too-common problem of players being able 
to run through opposing defences time and again 
without being tackled. The man in possession 
moves at a distinctly slower rate, meaning mastery 
of accurate passing is a must. Another welcome 
feature are competent goalkeepers making 
scoring all Ihe more skilful If you find yourself 
getting hit for six by the computer it's possible to 
alter computer skill/speed levels in goalkeepmg, 




■ 



acK lo 
start to im 

tone down your own team's abilities loi a stiHer 
challenge. 

Time's relentless stroll has left one or two 
aspects of Europe a little outdated. Player names 
can be edited but there's no sign of the backpass 
rule, and the European cup is still a straight knoc 
out tournament — there's no sign ol the league 
stem now used to decide the last eight Also, a 
g annoyance white playing the cups is having to 
d in the match sequence separately, then reload 
management section after the 
final whistle 
The absence of any sort of 
goe s a shame, but once you get 
the controls sorted it's a fan 
challenge for solo players and a 
good head to head if any of ya 

mind to /l i I I i ^ 
join in. i l-A, -I 
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Firn Bound 



OtEljl 

Hontpel 1 ier 
Dnepr 
FC Porto 
Sparta Prague 
Stuttgart 
Dynamo Dresden 
Pecsi nunkas 
flechelen 
tteuchatel Kan 



UEFA Cup 



rtrti Li« 

Bora: 
Internazionale 
Papid Vienna 
Linfield 
Hanarkanatalene 
Eint. Frankfurt 
tloruicn 
Lecti Poznan 
flnderlecht 
Oynano Berlin 




■ 

SUHPRISINOIY POOR 
NO USER-DEFINE' 
COMPETITIONS. 




AND ADEQUATE 
PITCH. 



■ 

IN-GAME SOUEt 
CHES, GRATING 
TITLE TUNE. 



TRICKY TO GET TO 
GRIPS WITH. 




LIMITED, BUT A 
LAUGH E0R TWO 
PLAYERS. 



ai:*a s;i: p:o? 



ou : oo 



L . Har «ji fie ten 
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I Ahh, nostaligia. I can 
remember the lime I 
fought twelve heavily- 
armed giants to the 
death with a toilet roll. I 
was a technique I'd 
learnt after watching the 
Bluey Peter Extreme 
Violence with 
Household Objects 
Special. And you know 
what? That's not all. I 
can also string up 
goblins from seventy 
paces away with a Opal 
Fruits wrapper, several 
shoelaces and an empty 
cerial packet... but that's 
another story. Y'know, 
people often write to me, 
asking 'Bash, what's your 
favourate adventure?'. 
So, in-keeping with the 
spirit of this issue (what 
with the team's top 1 0O 
games and all that), 
I've decided to 
reveal all... 



A I the risk of sounding 
something akin loa 
Tyrannosaurus Rex or 
other fossilized creature I admit ^ 
to having been around at the 
start of the adventuring scene fe| 
In (act. I have more Golden Oldie 
adventures under my belt than trotls ^^^IH 
scalps — not surprisingly, it s a very big 
belt Over the years I've seen a great variety of 
adventures, ranging from the downnght grotty-and- 
nol- worth -playing to the superb The best ol these I 
treasure and keep care'ully wrapped on a ledge in 
Ihe back of my caverns, so that at some future time 




might go \ " u m 

back and play them over Att — •** *~ 
again 

One of the great differences between an arcade 



game and an adventure is the extremely long shelf- 
life of adventures — they keep on selling for ages 
and can usually be picked up for little to nothing 
years after their initial release This is great for 
younger adventurers arriving on the scene, who'd 
like to experience some of the classics we oldies 
grew up on Pardon me for rambling — Til tell you 
something about them. 

The first real adventure I played properly — I say 
property because we all have one game that got 
us hooked' tn the first place — was called The 
Quest and came on a compilation along with nine 
others produced by Commodore themselves. 
Imagine my surprise upon loading it to be 
confronted by a text descnptton on-screen — 'You 
are standing outside the entrance to a large cave, 
heavy ram is falling all around you', followed by a 
flashing cursor. Now in those days I was quite new 
to computing, and I honestly thought the game 4 
had crashed There was nothing to shoot at! After 
brutally smashing my surrounding scenery in 
surprise. I entered the only command I knew at the 
time, which was RUN. and my head nearly fell off 
when back flashed the response — 'In which 
direction? . The pleasure of finding I could actually 
hold a (vaguely) sensible conversation with the 
computer was fantastic — that particular game 
seemed to have a cheeky response to almost 
every input. In fact, my discovenng adventures was 
widely regarded as one of Ihe best things to 
happen to my neighbourhood for years — fatalities 
among trolls, goblins and Home Economics 
teachers fell dramatically Back to the point. 

Having completed it. (despite it taking me a 
whole year 1 ), I set about looking for more of the 
same — I wasn't disappointed. In those days you 
could get adventures from High Street shops quite 
easily. Truly memorable ones played during those 
early days included Classic Adventure and 
Mordens Quest The latter was severely under- 
raled in my humble opinion — it's a real gem and 
I'm happy to see it s still being enjoyed by 
COMMODORE FORCE readers to this day! It has 
all the ingredients for a great adventure — lots o' 
variety and heaps of subtle humour to lighten 
things up when the going gets tough It was really 
enjoyable and not until years later did I realise it'd 
been written with the aid of The Quill (an essential 
adventure-writing utility). If you can get your eager 
little hands on that one, you're in for a treat. 

Level Headed... 

It was around that time I first discovered 
Level 9 Software Ah. those were the days. 
Every adventure they produced on their 
BWP ©artier creation system was a joy to play — 
mjtf favourites being Adventure Quesi 

Dungeon Adventure. Lords Ot Time. Enk 
J y The Vtkmg and The Silicon Dream Tnlogy 

Dungeon Adventure featured a ramp that 
- wound down into a dungeon 

| complex, where it seemed there 
were a thousand different ways to 
d.e! 

It you like to travel in your 
adveniures and haven I sel 
fool upon Ihe Eden Transport 
m& V System — found in each of 
F^* the Silicon Dreams Tnlogy — 
then you haven't lived' 
^ w . Around that time a friend introduced 

• ' me to Infcom Adventures For those not 
familiar with Infocom, these are considered 
to be the Rolls Royces of adventures — and 
nghtly so' Each game seems to have been a 
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unique experiment. Lurking Horror was so cleverly 
programmed and written thai you really lumped 
when 'the horrible black creature slammed into the 
dome behind you in the dead ol night. In 
Plundered Hearts, everyone (male and lemale 
players) had Ihe opportunity to swoon into the 
arms ot Captam Nick the pirate, as you took on the 
role ol a damsel m distress in a real Mills and 
Boon -type adventure where you really DID meet a 
fate worse than death if you were not careful! In 
Ptanetiatt and Stationfalt you had the exciting — it 
rather dubious — pleasure of meeting Floyd the 
robot, an unforgettable, lovable if mischievous little 
fellow In Lealher Goddesses Of Phobos there was 
the opportunity to live out fantasies with some 
rather raunchy sex kittens ot outer space Here 
you could play as either a male or female 
character — the way you lold the adventure what 
sex you were was decided by which toilet you used 
in the opening sequence' Of course the most 'un 
was lo be had if you played in LEWD mode! 
Accompanied by your trusty partner Trent, you 
roamed various planets and environments, with the 



Mrs Dee Ball ol Denmark wrote to me this 
month to complain that, whilst everyone olse 
seems able to catch a nice Utile Gold Rah in 
Ataian, she only seems able to come up with a 
measly Uttlo Si»v*r Fish, so what's to do' Well 
Dee. you seem lo have your timing wrong Once 
you've examined the Lake for the first time, to bo 
told) that you can see a Little Golden Fish, then 
youi have |ust 1 00 moves before the Golden Fish 
is replaced by a Silver one. The best thing to do 
is to get all your fishing tackle organised twlore 
you go to the Lake, then examine it and get 
fishing without delay. It isn't a treasure though, 
but something it swallowed is, . 

Glyn Williams of Portsmouth wrote to ask 
me where he could gel his eager little hands on 
an adventure called Tax Returns, which he'd 
been told he couldn't do without Well I'm sorry 
lo be the bearer of bad news. Glyn. but that 
particular adventure, wntten by Steve Clay, isn't 
available on the C64 at present However. N 
you've got a spare Spectrum or Amstrad lying 
around... 

Janet Hurling of Manchester wrote to tell me 
tha t she can't make any headway at all with The 
Lost Wood, and is dying to get up to the plateau 
so she can start exploring property Okay Janet, 
just for you. here are the opening moves to get 
you on your way INVENTORY. EXAMINE 
EQUIPMENT, EXAMINE TORCH. WEST. ON 



aid of several circular black exit holes. Trent kept 
on getting himself killed off. but usually appeared a 
few moves later with the most hilarious excuses tor 
why he wasn't really dead — hard going when the 
last time you saw him he was being blown lo 
smithereens after flinging himself over a hand 

gienade to save your tile' 

When avid fans approached Intocom with Ihe 
plea that they produce a really difficult adventure, 
they put their heads together and came up with 
one of the most tricky, complicated and exhausting 
games ever — Spell Breaker It was an adventure 
that, once completed, you felt you needed a couple 
ot weeks rest before tackling it again' The plot was 
most ingenious. You were provided with a cube at 
the start and with the aid of magic could write on it 
a distinguishing name of your choice, which the 
computer recognised This was quite fun as you 
had to use the magic word to gel into the cube to 
find more exits to other parts ot the adventure The 
name on the cube came in extremely useful as you 
picked up other identical cubes which, in turn, led 
to other areas — some of the puzzles you came 



TORCH, IN, TAKE ROPE. EXAMINE STONES. 
TAKE MACHETE. OUT, EAST, EAST, EXAMINE 
BAMBOO. CUT BAMBOO, EXAMINE SKELETON, 
READ LABEL. EXAMINE LABEL, TAKE AXE. go 
back to the campsite. SOUTH, SOUTH. EXAMINE 
PLATEAU, CLIMB PINNACLE, EXAMINE TREE. 
CHOP TREE. CROSS 1REE. There you aro. now 
you can really start exploring. Have fun! 

Rodger Guest ot Liverpool wrote to say he 
couldn't get through the wall ot tire in Pyramid. 
Roger lorgot the golden rule of examining 
everything — what about the blanket on the camp 
bed? Ol course, if the blanket was saturated with 
water and worn it might be |ust as useful as an 

asbestos suit! 

IVe had two requests from different people who 
are stuck at different stages whilst playing 
Adventure In Time And Space Jaaon Jones ot 
Cardiff is stuck In the deserted space station and 
Garry Hudson of Scunthorpe is stumped by the 
far oft planet. Neither were very specific about their 
particular problems, but here's something that 
might push them in the z3right direction 

In the Deserted Space Station you should TURN 
the HOOK on the Bunk to find a secret passage. 
The magnetic boots should be worn before going 
outside. On the far off planet, you need to get the 
clock working to distract the guard and you also 
need to look like the guard in order to enter the 
prohibited area. Use the paper clip from Ihe office 
to pick the lock. Don't forget to cut the fruit as you'll 
need the contents for later on 



across were truly mmd-blowmg. 

I've also played my lair share of graphic 
adventures on the trusty Commodore — although 
these aren't my favourite type I have to say that 
memorable ones have been ZAK MCCRACKEN 
AND THE ALIEN MINDBENDERS and DEJA VU. 

So. you're wondenng which adventures are my 
personal favourates. then'' Here's what — and why 
— they are: 

SPELLBREAKER — the most 
compiicaleoVdifficult adventure 

MORDEN S QUEST — the best budget 
adventure. 

LORDS OF TIME — simply for the pure 
enioyment it provides. 

DEJA VU — bost graphic adventure 

If you have difficulty in obtaining any of the 
adventures rnenlioned here, try placing a small ad 
in ttie In Touch' section of Adventure Probe 
magazine (reviewed last issue) You re sure to find 
someone who'd like to sell you Iheirs — contact 
Barbara Gibb at ADVENTURE PROBE. 52 
Burtord Rd Liverpool L16 6AO. 
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whilst in Mi:. Jones' house. 



lore entering trie socret passage, he gets 
inrje response THE CHINAMAN SAYS 
E CHINAMAN. TELL THE CHINAMAN 
)V followod by a crash Thi* is another 
qoldon oldie ndvonture, end. unlortunately 
seems to have more bugs In It than I have in my 
back gardent I remember morrlly hailing a cab 
whilst standing outside my Baker Street lodgings 
during onn ri*v*ir io be forgotten session, and 
the cab just novor arrived. I decided lo go back 
inside and reappear to try one© more, only to 
find the blastod cab. complete with cabbio. 
sitting in the haliwayl I tried for hours to get the 
stupid thing out of there and finally had to give 
up and start again in disgust. Oh. Peter, a word 
of warning — later on In the adventure (near the 
end), you have to get into a cab and chase tho 
criminals to a final confrontation. Make sure you 
elbow everyone out of ihe way and Jump in first 
as there are so many stupid characters jostling 
each other to get inside that you may find there's 
no room, and you might just miss the big tlnishl 
Oh, I nearly forgot — the chinaman's disguise is 
needed but only to get into the Opium Den when 
trailing the Major, but that's back in London 
Also, make sure you don't miss any trains as 
you pop back and forth. Ah, isn't adventuring 
fun? 



m,m Please rush me INTO THE MYSTIC 

laAL and MAGICIAN'S APPRENTICE at the 

t*v *■ am ssa, special offer price of just C3.00. 

OFFER ^r.- 

Tomy Collins of Tho Guild has coma up Address 

with yet another great special offer for 

COMMODORE FORCE readers. He's 

offering another of his great 

compilations at CI off the usual price. 

Th is time you can take advantage of 

buying INTO THE MYSTIC and Postcode 

MAGICIAN'S APPRENTICE for just £3! Tape/Disc 

Send coupon to: THE GUILD, 76 Tyburn 

ML Erdlngton, Birmingham B24 9NX. " ordering from overseas, please add 

Make ciu.qi.es payable to Olenda M-00 to cover extra postage and 

Collins. packing. 



Well that's all there's 
time for this month 
talks! Keep writing in 
and don't forget to 
enclose an SAE If you 
want a personal reply. 
Remember the golden 
rule — when indulging in 
a spot of troll-bashing, 
always keep a smirk on 
your face. It really winds 
them up! 
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Ine Trojan C64/1 28 light pen can be used as a complete 
replacement for the mouse in many applications. 
Particularly useful in drawing and design, the two button 
pen provides the user with a very direct method of control 
Pack also includes Pen Master art program and o basic 
program to allow users to write their own pen compatible 
software. 



t+4. 6317 



PtICti £36.93 





TROJAN 
PHAZER GUN 

opens a whole 
new phase of 
computer 
entertainment. 
This advanced light phazer presents a 
challenge ol skill and accuracy (or C64 
users of all ages. 

Price: £22.95 Rel not 6302 



MARK VI 



" TTie ultimate feature packed utility cartridge ever conceived for the 
CBM 64/128 systems. Press the cartridge "freeze button" and unleash the 
powerful Graphics, Backup and monitor utilities. Fastload a 200 block 
program in under 6 seconds. How have you survived without this?" 



■ Operation ■ Ghost 



■ Gvnsllrtgor ■ 

■ Cosmic ■ 



PRICE: £34.95 



REF. NO. 6318 



nW ff 



Gen* 




If t Hi9 year 2354 and 
Earth ha* been invaded by 
»w the most rvthlau and 
vicious roc* In Hi* 
universe ■ THE 
DALIKS* The evil 
Dovroi I* 
attempting to 
destroy the ozone 
layer of Hi* Earth 




II II I 




^pr 



yew mufff foil hit 
deadly plant. 



Price 
C6.99 
C 10.99 



Code 



ULTIMATE 

COLLECTION 

With Hilt exclusive offer to 
Commodore Force Readers, 
you can gel a 'Hugo 
Collection' of 30 assorted 
cassettes for just £30) or an 
'Awesome Collection' of SO 
assorted cassettes forf 40. 




All those who love playing 
adventure games on their 
computer will find this book of 
greta interest. Contents 
include history, development 
of computer adventures 
games, tackling first moves, 
mass and mapping 
techniques, mazes and how 
to master them, solving 
puzzles and choosing 
adventure games. 

Cods* 6313 Price* C 12.96 



Take your computer gaming skills 
where they've never been before 
with this new high tech joystick. 
Advanced pistol grip design and 
sensitive micro-switches enable 
you to master even the most 
difficult games! Let Mindscape 
Powerplayers joystick provide you 
with the ultimate gaming 
experience. 

PRICE: £7.95 CODE: 6362 
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TURBO DATACORDER 





Using a strengthened 
steel rods, this 
handsome binder, 
embossed with the 
COMMODORE FORCE 
logo, will hold 12 Issues 
of your favourite 
magazine securiy In 
place Back Issue Bindor 
PRICE £5.95 
REF: 6358* 



IUKDVVMIMVVIU 

Got loads of great C64 
tapea that, er... won't load? 
Worry no more, Just splash 
out on a Commodore Force 
TURBO DATACORDER and 
wave goodbye to those 
tape trubs! 
PRICE: 25.99 
CODE: 6351 

below ^ich 

ib ; t¥P * 

numb*' * .n* , 

****** of 

to our f**Z*y iBr t.x » or 
M V« u p ' # !!- 24 hour 

^CtC^. 



ZZAP! 64 
BACK ISSUES 

WHILE STOCKS LAST 
NUMBERS 80 — 90 

WITH TAPE. 
PRICE: C2.50 EACH 



MM 




GOLDEN 

Ol 



Bundle of 10 Golden 
Oldie Zzap! magazines) 
PRICE: C7.50 




Commodore 




Offers subject to avariabtlrty, 
Overseas ordefs despatched by Airmail 
All prices include postage, packing and VAT 
Valid lo October 31st 1993, 



PRODUCT DESCRIPTION | REFNO/FORMAT 


PRICE 






































Please add postage as detailed below {UK free of charge) 






POSTAGE All prtces include UK postage, packing and VAT For orders over CIO TOTAL 
please add E5 (of Eire/EEC and £10 for overseas unless specifiod above. 


£ 



^versea^rdor^isgatche 



Send to: Europress Direct, FREEPOST, Ellesmere Port, 
South Wirral, L65 3EB (no stamp needed II posted in UK) 
Products are normally despatched withm 48 Hrs of receipt but 
delivery of certain items could lake upto 28 days 



wish to pay by: 
" Cr«quay€urochequ« rrw» ptyattt to Europresa Direct. 



Order at any 
time of the 
day or night 




v Donl forget to give your n*wn#, 
I address and credit card number 


| General Enquiries 051-357 2961 1 



□ 



AoaatrlilBMroar^urocvil^^ 



Esptry 
D IM 



Z 



LU 



Name 



Signed 



Address 



Postcode 
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Well, that's your lot lor this month, folks. 
Unusually, we re going to tell you 
something definite about next issue 
You see. with deadlines, release schedules and 
other such trials, it's always difficult to promise 
anything. 

Well this time we're going to Next month we'll be 
covering Virgin's hot new movie tie-in. Alien 3, in a 
four (or possibly five) page review. Including an 
m!crview with Sigourney Weaver, star of the three 
Aden dims Sounds good 7 We'll also have Alien 3's 
predecessor — Aliens, not surpnsingty — on Reel 
Action, among others. Remember Creatures and 
Creatures 2? The Rowlands Brothers — 
programmers of the aforementioned classics — 
are currently putting the finishing touches to 
Mayhem in Monsterfand. You've read our preview 
this issue — in Issue »12, we'll have Ihe review. 
We've no doubt you'll want to buy the game as well 

— so we're now giving you the opportunity to. See 
the coupon somewhere on ihe page? That's your 
ticket — along with the necessary amount of cash 

— !o own a copy of Mayhem in the not-too-distant 
future. You see. Apex are only offenng 
Monsteriand through mail-order, you'll not find it in 
a shop of any description.., 

Oh. before we lorget —Issue #12 will also 
include an exclusive Lemmings review... 




Please send me Mayhem in Monsteriand 
(tick relevant box). 

Cassette C8.99 Disk C9.99 
Prices Include P&P 

Send to: Apex Computer Productions Ltd, 
PO BOX 100, South Ockendon, Essex 
RM15 5HD. Please enclose a 
cheque/postal order made payable to 
APEX COMPUTER PRODUCTIONS LTD. 
Allow up to 21 days for delivery. 

Name 

Address 

Postcode 



COMM 




Dear Newsagent, ^S^ttUfPH 

Please could you: ^^WH^*"*; 

Reserve COMMODORE FORCE lor monthly collection □ 
Deliver COMMODORE FORCE to my house □ 

My name is > 

My address is ■ 

Just in case you didn't know, COMMODORE FORCE is published by Impact 
Magazines (UK) Ltd, and distributed by COMAG. Thanks. 



FANTAZIA/SLAAM CLOTHING o> 



\AM CLOTHING "All Tooled Up" 
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RATMAN HAMMER. HEATHER 
LONG SLEEVE E18.00 - Code: LSR4A 



MONDO DESTRUCTO, TEAL 
SHORT SLEEVE £15.99 - Code: SSM4T 





FANTAZIA CLOTHING "Come and Join The Future" 



r 




* 



\ 




MAI DANCING MAN BOMBER JACKET 
Blue/Biack/T urqoise/Red/Purple 
ttajQ-Code:JFl4 

FANTAZIA MUSIC Ml 



BASEBALL CAP. DANCING MAN 
BLACK £1 1 .99 - Code: HFDAB 



RECORD BAG. BLACK 
E18.99-Code: MFBDB 



3E 




NIPPLE WHITE 

SHORT SLEEVE £10.99 - Code: SMN4W 



S/SLEEVE £10.99 - Code: SMD4B 
L/SLEEVE £14.99 - Code LM048 



JESTER. BLACK 

SHORT SLEEVE £10.99 - Code: SMJ4B 



ORDER DIRECT ON OUR 24 HOUR CREDIT CARD HOTLINE - 0272 767630 



ONE SIZE 
FITS ALL 

(XL) 



I enclose a cheque/postal order made payable lo Home Entertainment 

tor £ or debit my Visa/Access Card No 



f Signature Expiry Date 



Name 



All T-Shirts are 
100°3 Cotton. 
Machine 
Washable 

All goods are 
despatched 
*rth*n 28 days 



Address 



Postcode Tel. No 

Now completed coupon to: 
Home Entertainment, P.O. Box 100 Colne, Lanes BB8 9JS 
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ITEM CODE 


PRICE 


























PLEASE ADO POSTAGE 
T-SHIRT CI 50 EACH ITEM 




PLEASE ADO POSTAGE 
. CAP El. 00 EACH (TEH 




! PLEASE ADO POSTAGE 
JACKET EACH ITEM 




TOTAL ORDER VALUE 

> . 


£ 
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Nintendo 



SQUARED CIRCLE 
ORDER HOTLINE 
0908 262366 



Look here! Great-value 
Nintendo super goodies 



I 




*AL1 GAME 
WATCHES INCLUDE 
A FIVE-FUNCTIONAL 
DIGITAL WATCH* 



IO KART GAME WATCH 

NOW C8.99+ p&p 32011 

Super Mano Kart is now more mobile! Fully playable game 
Including a spin-second digital watch to keep track of your 
fastest laps. 

SUPER MARIO WORLD WATCH 
WAS CI 2.99 NOW £8.99+p&p 32009 

Mario and Yoshi Iravel over seven game worlds to save 
Princess Toadstool from the clutches of the evil Koopa. 
Includes headphones! 

SUPER MARIO BROS WATCH 

WAS C14.99 NOW C8.99 -pap 32006 

Battle against Bowser to save Mushroom World In this fast 
action, multi-level platform game watch. 

LEGEND OF ZELDA WATCH 

WAS C14.99 NOW £8.99+p&p 32007 

Link travels the underground complex to slay the Dragon. 
Collect weapons to destroy the Menagerie of Meanies. 

TETRIS GAME WATCH 

WAS £14.99 NOW C8.99+P&P 32008 

The ultimate Russian brain-teasing puzzle is now available 
on a watch! Fast reflexes and a clear mind are required to 
complete this game of strategy. 

LEGEND OF ZELDA 3D WATCH 

WAS C5.99 NOW £3.99. p&p 32005 

Flip open the 3D-moulded Zelda figure to reveal a five- 
function LCD digital watch. 



h. -* * 



SUPER MARIO BROS. TALKING 
ALARM CLOCK C16.99 + p&p 32002 

'Wake up! It's time lo leave Dreamland! 11 
announces Mario. Features 
computer game music. 
4-event digital clock and 
Snooze " button. 

TIME BOY KEYFOB 
£4.99+p&p 32010 

Novelty miniature 
Game Boy Is an LCD 
Watch on a keyring. 




SWEATSHIRTS & T-SHIRTS 



MARIO T-SHIRT 

WAS E6.99 

NOW £3.99 +p&p 31-005 





STAY COOL THIS SUMMER 
MARIO MADNESS T-SHIRT REDUCED 
FROM £6.99 TO JUST E3.99+p&p 31-009 



MARIO SWEATSHIRT 
WAS £8.99 

NOW ONLY £5.99+p4p 31-001 



SUPER QUALITY T-SHIRTS & SWEATS AVAILABLE IN SIZES: 

7-8,9-10, 11-12 S 13-14 yrs. 



HOW TO ORDER 

For fosl service on Credit Card 
Sales call 0908 262366 
9.00am til 5.30pm Monday to 
Friday or send your order by 



Postage & packing 

Goods totalling under £5.00 please add £0.75 
over £5.00 please odd £1 .50 
over £1 5.00 please add £2.50 



post to the address below 

Our Squared Grde guarantee meam thai if you are nol complete*/ iahified with any item you pure hoi* you may 
return your purchase *> A rjnoutal condition within 1 4 doyi We will refund your money or e*change the item N 
Computer gome* may only be returned if they are faulty 

CARD HUMES 



EXPIRY DArt 



ISSUE NUMBER (SWITCH ONM 



*«"*■«« Cheque or podo> order endowed mode payablle and sent to 

v'j SQUARED CIRCLE LTD 

18 VINCENT ADVENUE, CR0WNHILL. 
"' " MILTON KEYNES MK8 OAW 



VISA □ MASTERCARD □ ACCESS □ SWITCH □ 

Signature Date 
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TOTAL 
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MR /MRS /MISS 

INITIAL SURNAME 


TOTAL 

P&P 

TOTAl 
ENCLOSED 




ADDRESS 












NAME OF RECIPIENT AG€. pwfck h*>*iw**«ttteMto 

DELIVERY ADDRESS [IF DIFFERENT ROM ABOVE) omermo.fcno, 




king dayi from receipt ol order* 





